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YOUR aUARANTEB OF 
VAI-UE 

This magazine comes from Future 
Publishing, a company founded just 
ten years ago but now selling more 
computer magazines than any other 
in Britain. We offer: 

Better Advice 
Stronger Reviews 
Clearer Design 
More Reader Interaction 
Better Value For Money 
Greater Relevance 
At Future, Editors operate under 


two golden rules: Understand your 
reader's needs. Then satisfy them. 

ALSO BY FUTURE 
PUBLISHINO 

Amiga Format, Amiga Power, Amiga 
Shopper, arcane, CD ROM Today, 
Classic CD, Computer Arts, Cross 
Stitcher, Cycling Plus, EDGE, First XV, 
Football Italia, Future Music, 
GamesMaster, Good Woodworking, 
Mac Format, Mountain Biking UK, 
MTB Pro, Needlecraft, .net. Net 
Directory, PC Answers, PC Format, PC 
Gamer, PC Guide, PC Plus, Sega 
Power, SFX, ST FORMAT, Super Play, 
The Official PlayStation Magazine, 
Total Football and Total Guitar. 


Your Guarentee 
Of Value 

TOTAL! is on-line on the 
internet as part of FutureNet 
Accessing it is free, just 
point your Web browser soft 
ware at: 

httpV/www.futurenet.co.uk 
& rpegley@futurenet.co.uk 









Fishing sims? 
Didn't realise 
there^Missuc 


thing. 


Heard the one about the N64 beat-'em- 
ups? No? Weil, turn to page 18 QUICKLY 




J n 




4:v 



Worms 
magical 
Tetris A1 

n 

? O - 
5 ! ^ 


S - 0 
^■0 

- 




































Who needs Judith Chalmers? Here at TOTAL!, we've 
already worked out the best places to visit this summer 
and we've also realised that Nintendo games can 
i V your enjoyment. Just 

^ V turn to page 28 to find 
|^\ how and why. 


Ups wise, weVe got to be the best in 
the business, haven't we? DKQ EJ2, 
Yoshi^s Island, Toy Story and now the 
second part of our guide to the 
Secret Of Evermore. Nice, aren't we? 


Kirby's been around for a while hasn't he? Been 
about a bit, you could say. Knows a smidgen about life 
and ail its disgusting, filth ridden nastiness. Oui? 




Boy, am I glad 
of that cell! 


ARh! Mr. PEDRO! So nice 
M to see that you made 
'^it through the night. 
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G ametek aren't famous for 
quality games in the 
world of Nintendo 
{Carrier Aces and Full Throttle 
Racing anyone?), but ail that looks 
set to change with the arrival of 
Robotech: Crystal Dreams, the first 
Nintendo 64 title from one of the 
first developers to sign up as 
Dream Team members ail those 
years ago. 

Crystal dreams is a plot-driven 
space-battler along the lines of 


Nintendo's own forthcoming Starfox 64. The 
plot centres around the exploits of famous 
Robotech characters Rick Hunter, Max 
Sterling and Breetai (no, we'd never heard of 
them either, but our resident Robotech fan 
Thicky Dyer assures us that they are indeed 
famous) and their galactic battles. You take 
on the role of Rick Hunter and, along with 
the Robotech Defence Force, must battle a 
range of evil Zentraedi ships - or something. 
Still, at the end of the day It's not plot that 
counts - what about the gamepiay? 

Unfortunately we're unable to comment 
on the playability until our 
man in America gets back 
from E3 in Los Angeles next 
week (at time of going to 
press). However, what 
about those graphics, eh? 
Even these work in 
progress shots make 
current PlayStation and 
Saturn titles look a little bit 
silly. Rendered ships, 
gorgeous explosions, big 
guns and ail in real tinnei 
Not bad! 
















































Just look at the quality 
of those explosions! 
) Step aside 

^ ^ PlayStation! 


Above: This is a work in 
progress cockpit. 


Top 3D robot action for all 
the family. Well, all the 
boys anyway. TTI: . 


ship is carried along 'on rails'. If it's the latter, 
^ a kicking could be in order. You'll just have 
^ to wait until our special E3 issue next 
^ month to find out. It's going to be 
N64-mongous! Only a fool would miss it. 


The only question mark 
hangs over whether the 
player controls both the ship 
and the weapons system or 
Just the weapons while the 




If our sources in Japan are correct, you can forget Cruis'n USAm 
the N64's flagship racing title. Namco are well Into production^ 
the N64 version of their finest coin-op to date - Rave Racer. W. 

^ ^ /?ave/?acer is Namco's 

follow up (of sorts) to the 
• I PlayStation's/?/c/ge Racer 

" i ^ ‘ ^ and Ridge Racer Revolution 

A I " and improves on the adren- 

_ ^ aline-pumping action of 

both those titles considM^ 

m I ' ably. Just check out 

W screenshots - from the 

^ Rave Racer 64 will bomP 

\ up in the mountains. It's the 

^ best of both worlds and the 

'* * - scenery Is the most realistic 

ever! As you'd expect there are winding tunnels-a-plenty, 

! stupidly big jumps and more rival cars j«i' 

is absolutely ^* t 

have more info 

tially scorehing . 1 


on OT 
nsrdif^ 

tthA 

the 

ill bomi^ 


version, we hasten to add. 

ur tracks, two city based and two way 

^ —:-ili ^ 
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Thm siKcoitd fium m<Hl# t* 
ihCH^AT, Hoin^l 


Empire Strikes Back and Return Of The Jedi (if 
you're not a Star Wars fan you might as well 
skip on to the next paragraph). The player is 
plunged into a sinister underworld respon¬ 
sible for carrying out the most evil of the 
Empire's operations in deepest secrecy - Black 
Sun. Throughout your travels you must face a 
new power-hungry enemy, the Dark 
Underlord Xisor (She-zor to you and me), as 
well as Jaba The Hutt, the Emperor and the 
end of game boss, Boba Fett. 'But what are 
the levels like?' you ask... 

Okey dokey, the game is split 
into five different modes. The 
first is the much publicised 
snow-speeder level. The player 
must fly over the frozen Noth 
terrain and destroy as many 

walkers as possible. 
The play 

said to cover two 


B t's been nearly two years since those 

LucasArts boffins began work on their first 
N64 title. Shadows Of The Empire. 
However, now the champagne is flowing in 
California as the team celebrate the game's 
completion and we can reveal 
that the wait has been well 
^ and truly worth It. 

0 JL. game takes place 

k somewhere between The 


miles In diameter which enables a fair 
amount of freedom, but won't lead to the 
player getting lost (hmm. Lost In Noth. 

Sounds like a sequel to us). 

The second mode Is a cross between Doom 
and the PC hit Dark Forces - only better than 
both. The perspective is first-person and p 

you must 1 

battle your I 

way through I 

hordes of Imperial 
Storm Trooper 

possess artificial 
intelligence (actually 
attack you in an intelligent 
way by forming strategies and 
laying traps). It's also rumoured that 
you can fly above mazes by using your jet- 
pack. Top stuff! 

The third mode Is a space shoot- j 
jMH 'em-up (very similar to Robotech In ^ 
appearance - see page 6 ) whereby I 
you control the gun turret of a ship 
^ not dissimilar to The Millennium 
■ Falcon. Unfortunately you can't 

control the path of the ship - just ^ 
the 360*" rotating guns. Sounds 
Bj9 just fine to us. 
im In mode four you take 
part in a speeder-bike chase 





















through the streets of Mos I 
Eisley (footage from the I w 

forthcoming Star Wars: I 

Special Edition film was I iE 

used for this level). The I '|j 

level of freedom ' 

allowed in this stage 
^ is still unclear. 1^ ^ 

H The final mode is 
H still a closely guarded secret at this 


I stage, but we can reveal that 
I a huge battle with Boba Fett 
is involved, if that's any 
consolation. 

Shadows Of The Empire 
will be released in North 
America 6n 30 September and 
will be exclusively previ ewed 
in TOTAL! next month. 


unnpi. FAIR 


PLASTIC 
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T ' hey're all at it this month. 

Yet another third party 
developer has chosen to shy 
away from convention and release 
pics of their new N64 wares prior to 
E3 and against Nintendo's orders. 

Slapped wrists all round! Those guilty 
this time are Ocean and the game 
Mission: Impossible. 

Admittedly these are very early 
shots, but they do hint towards 
the quality of Ocean's upcoming 
title. Based on the soon-to-be- 
released Tom Cruise 
movie the same 

I^^HIIlEdS^K progressive puzzle solving 


^ y elements with full-on arcade action, 
boasting stunning 3D backgrounds 
(including numerous levels of parallax 
scrolling), 360® character mobility and unique 
floating cameras. Characters in the game will 
have to pay attention and actually learn skills 
as they proceed - 

videogame in learning 
shocker! in 
out-smart 
you 

r vast array 

gadgetry together 
with the CIA training that 
you receive in previous levels. Sounds 
a bit too much like hard work if you ask 


I , Mission: Impossible will be released in the 
k;v; US together with the N64 on September 30th, 
we should have a better idea of how It's 
shaping up in the next couple of months. 


imtendo^^ 


been created. CkKti^jDlb 
absolutely baff^ri#;; ^ 
it is then - your ;; 
toyeyr local importer 
now we say, either that or wait 'til 
Christmas - you decide. 






ill^jidlfn. As predicted, the thr^^l^^ 
tit^^^li indeed be Super Mario 64^1 
Jjffotwings 64 and a chess game based 


token 

i^ninefl. Not bmd! 


Mission: Impossible the movie is scheduled for a 
UK release sometime in July. !?>; 


person perspective. This is 
shaping up much like Goldeneyi 


























BRINGS YOU THE 





TV 


OUT 29 lAPRIL 1996 
PRICED AT £12.99 
EACH 


□ur videos are on sale at all good video and connic shops. Also 
available direct from the Anime Projects Shop along with our 

extensive range of merchandise. 

The Anime Projects Shop 19 High Street Bangor Gwynedd LL57 1NP Tel. (01248) 370044 


























































Y et another third-party N64 developer 
breaks ranks! This time it's Acclaim 
showing off their long awaited Turok: 
Dinosaur Hunter. 

Based on the comic of the same name, the 
plotline goes a little like this - hit it boys: 
Turok is a native American who has mysteri¬ 
ously found himself In a strange dimension 
called The Lost Valley which, oddly enough, is 
packed with dinosaurs. On top of 
1 that, a beast known as The 
1 Campaigner has arrived in the 
1 dimension and to cut a long story 
short, if you don't destroy him it 
will muck up the space/time 
continuum. 

Many mags printed 
fuzzy shots of the 40% 
bT" complete version last 

1 month and were 


understandably down on the game, but 
TOTAL! were informed that a 65% version 
would soon be available so In true TOTAL! 
style we held off in order to do justice to what 
is shaping up to be one top title. 

Graphically Turok looks very 

■ promising Indeed. More 

scenery detail has been 
added and now weapons 
Hk are available- 
Wmm confirming our theory 
that this is indeed a 
Doom-clone, of sorts. 
The environment is 
truly 3D (in a Doom sort 
of way) and every 
^ sprite has been motion- 
captured right up! The fog 
effect In the distance is 
certainly Impressive, but here's 
hoping that It doesn't appear 
on every level - we like to see 


Yes. ail very nice, but let's see it moving. We ^ - 
will next month - weVe going to E3! Wahoo! 


Shouldn’t this be called Turok: 
Plain Odd Animal Hunter? 


Just how gory will it 
be? Nintendo are . 
known for betf^ ^ 
bit wet. ■ 


Take some of 
this foul green 
beast with 
stupidly 
short legs! 







Even two month's after we reve^wi 
that Nintendo are to releaso 
handheld it has still to be 
confirmed or denied by 
themselves. 
indeed... 

This month, ^tl'^ks:|^. ^ 
; those top folk at CTw^e 
ujdilrtK| I can reveal a few ; 

RmUHLl technical specif icafi^s 
of Pr^i^ Atlantis, to be 
honest, this 
spotters' 
idea to turn 
^fou're prone 


last month. The way we heard it was that 
Acclaim were sick of waiting for a thumbs up 
from Ninty and decided to break the 
non-disclosure agreement and get early shots 
off to anybody who wanted to see 
them. As a result, Nintendo were 
furious because the images were 
so blurred and may have damage 

_ the reputation of the 

N64 before had even 
seen the 

Acclaim have been to 
their bedroom with no tea 
as a 


in to the distance once 
in a while! On the 
whole quite 
promising. 

These new shots _ 


could bail Acclaim out from a very 
sticky situation indeed. If rumours 
circulating on the internet are 

anything to go by _ 

Nintendo them- ||[|||||||B|H 

selves weren't 

entirely happy with 

Acclaim's decision 

to release such early 

footage 


you IS a 
by 

Advi^^M^IS^I^chig^XARM) based 
in Caniji^mlge. central element 

in wl^ will be a revofutionary new 
handheld. It's 
designed to ^ 
have the 

power of a • 

top flight 
console while V 
only needing 
the power of 
two AA batteries 
to run it for 
around 30 hours. 

Now we could 
ramble on for hours 
and hours about the 
ins and outs of the 
processor, micro¬ 
architecture, bus interface, write 
bu^^^fid cac^« we are in the 
bustfi^^of‘Sellttig magazines so 
you'd just have to make do with this 
rather simplistic cHagram. Sorryjf's 
so dull - more soon. 


:GM^tfecr< 


CLOCK SPEED 


vault level? Shome 
[isbtake surely. 


How many 
weapons will 
there be to 
choose from? 
Tell us now! 


VOLTS ' f , 

t.65V Y" 

DHRYSTONES I^PS 

2-1 

POWER DISSIPATION 
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4 DV - the British Manga, if you like - are, 
this month, releasing a new anime feature 
entitled Gunsmith Cats. Anyway, being the 
smashing people that they are, ADV saw it 
fit to get together with your favourite 
Nintendo mag and give away five Gunsmith 
Cats sets worth 40 smackers. 

Contained within will be a copy of the 
fast and furious video (which comes free 
with some suffocating suspense) and two 
pump-action water cannons. There perfect 
for long range shooting and we can guar¬ 
antee they work as Rob found out when 
we got him from the second floor. 

So, if you want to be in on some water 
action, write in and tell us: What Is the 
chemical symbol for water? Send your 
answers to the following if you would: 

Hmm, Tricky One, TOTAL!, Future Publishing... 




He enchaiugB^BS^^^Suple of months ago 
Neanderthal rambtfng^melly armpits and wH||^|kigr^eat 
roar. And gueff what? He can have a go at end^ntfhg you. | 
this month thaiilis to those lovely people at T|^^||||S|l|jb h^ve ^ 
decided to give tO ^ptes of Prehistorik Man. 

So, if you fancy ^^ot of hang-gliding - anili m 

honeatly, you'd have to be a fool not to (/ don't fancy^if - k 
- then merely grab a pen and tell us^ Who is TOTALi's 
it: a] Rob, b] Rob, d Rob or d] Robert 
Pe^ey. Send your pathetic scribblings to: Any Letter'll Do, 
TOTAL!, Future Publishing... 


C annon Fodder was great. 'War has never been so much fun' said 
the not so politically correct developers. The sort of fun that 
Windsor Davies used to have at the expense of his soldiers. 'Shoulders 
forward, lovely boy!' and all that. There's too much seriousness now. 
Too many Charlie Sheens in Platoons bawling, 'Get the **** out of 
here you ****ing ****!' It's just not cricket, is it? {No, you imbecile, 
it isn't-Ed.) 

Well, thanks to, erm, us actually, here at Future Publishing (and, in 
particular, the multi-talented Cam Winstanley) we've got 20 copies of 
the Cannon Fodder Official Playing Guide to give away. It details every 
mission in the game and Is sure to appeal to anyone who has found 
themselves a victim of stray bombing and. If we're being honest, you'd 
have to be a blithering wreck of a man not to 
have been {I've never been - Chris). 

All you have to do to enter is tell us, which 
software company programmed Cannon Fodder! 

All entries to. I'm Having Trouble With My Bombs, 

TOTAL!, Future Publishing, 30, Monmouth Street, 

Bath, Somerset, BA1 2DL. The Judge's decision will 
be final. Unless you send us some money, in which 
case we'll do him over and fix the compo. 




Charts, eh? Barge on into the office saying I 
need to be put in your mag. Tsk. Tsk. TSK. 
Copyright: ELSPA Compiled By: Chart-lVack 



r ell, did you expect a clever title? Pah, don't make 
us laugh. Still what we lack in title-based inspira¬ 
tion we more than make up for in competition based 
shenanigans, so if you fancy winning yourself an Ace 
Ventura: When Nature Calls video - and, let's face it, 
you'd have to be a complete Idiot not to (/ don't really 
want to, thanks - Chris) - then enter our compo. 

Just shout us the answer to this little teaser of a 
question: Who stars as Ace Ventura? Is It: a] Jim 
Carrey, b] Your local Dental Surgeon, c] Debs or d] A 
Ford Fiesta 1.8 litre Fuel Injection Coupe? Send your 
answers to Acne Vencatragaman, TOTAL!, Future... 
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Tel; 0113 200 6007 

OPEN; Monday-Saturdoy 11 am-7pm, Sunday 12pm-6pm 
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* Breath of Fire 2 (RPG) 

* Chrono Trigger (RPG) 

I Civilisation (RPG) 

* Cutthroat Island 

* Donkey Kong 2 
Dragon Warrior 5 
Earth Bound (RPG) 

1 Final Fantasy 2 

* Final Fantasy 3 (RPG) 

Killer Instinct 

Luffia 2 

^ Mario (RPG) (US) 

Mega Man X 3 
; Secret of Evermore (RPG) 
Secret of Mono 2 (Jap) 

* Secret of the Stars 

Super Puyo Puyo Remix (Jap) 
Yoshi's Island 


Best deals on 
port exchange 


Dcatpstsua 

. Tekiieii2 

* Resident Evil 
; Darkstalkers 

I Chronicles of Sword 
: V.R. Soccer 
; Total NBA '96 
I Return to Zork 

* Olympic Summer Games 

* Skeleton Warriors 
" Legacy of Kain 

; Kingstield 2 
° Impact Racing 

* Return Fire 
Warhammer Fantasy 

> Streetfighter Alpha 
! Ridge Racer Revolution 
; Motor Toon Grand Prix 2 
Galaxian 3 
Kino of Fighters '95 
Rockman A 

Toukon Pro Wrestling 
Williams Arcade Classics 
Jumping Flash 2 
Irem Arcade Classics 


mmm 

Ultimate Mk 3 
Earthworm Jim 2 
Darkstalkers 2 
Legend of Thor 
Sonic Wing Special 
Irem Arcade Classics 
Fatal Fury 3 
Rockman X 
Panzer Dragoon 2 
Guardian Heroes 
Skeleton Warriors 
Major Damage 
King of Fighters '95 
Streetfighter Alpha 


Lots of back-catalogue 
games in stock on 
all systems 


NEW RELEASES COMING ON ALL SYSTEMS DAILY - RING FOR DETAILS 

Overseas & trade orders welcome. Mailing to over 20 countries 

UK, Japanese, & US PlayStations now in stock - Ultra 64 coming soon! Converters now in stock for PlayStation & Saturn 

We are first with all imports. We lead - others follow 

m ARE THE UK'S RPG SPECIALISTS - CALL FOR DETAILS 


Tel: 0113 230 6007 • Fox: 0113 230 6305 
3 The Parade • Stonegote Rd • Leeds • LS6 4HZ SS 




28.49 


19.99 




15.99 


37.99 




LEGEND OF NINJA 

19.99 


49.99 




YOSHI’S ISLAND 

45.99 


29.99 




DONKEY KONG 2 

45.99 


ILLUSION OF TIME 

26.49 


39.99 44.99 


PGA TOUR GOLF 

14.99 


22.99 


SNES Games 


CUT THROAT ISLAND.43.49 

DONKEY KONG COUNTRY 2 .. .45.99 

DOOM .29.99 

EARTHWORM JIM 2 42.99 

FIFA SOCCER .29.99 

FIFA SOCCER 96 36.99 

ILLUSION OF TIME .26.49 

INT’L SUPERSTAR 

SOCCER DELUXE .47.99 

JOHN MADDEN NFL 93.9.99 

JOHN MADDEN 96 .41.99 

JUNGLE STRIKE .36.99 

KILLER INSTINCT .35.99 

LEGEND OF THE 

MYSTICAL NINJA .19.99 

MICKEY MANIA .19.99 

MICRO MACHINES 2 .37.99 

MORTAL KOMBAT 3 49.99 

NBA LIVE 96 .39.99 


SNES Peripherals 

FIGHTER STICK SN 
24.99 

ARCADE STYLE 
JOYSTICK WITH 
AUTOFIRE, 
TURBOFIRE 
AND SLOW MOTION 



FREEWHEEL 
STEERING WHEEL 
18.99 

PLUGS INTO JOYPAD 
PORT. SUITS MOST 
DRIVING GAMES 




LIGHT GUN - 
MEGADRIVE 
OR SNES 

PLAYER 2 ...17.9 

FOR LETHAL 
ENFORCERS 1 &2 AND SNATCHER. 
PLUGS INTO GUN FOR TWO-PLAYER 
ACTION. (COLOUR MAY VARY) 


NHL ICE HOCKEY 96 .41.99 

PGA TOUR GOLF .14.99 

PGA TOUR GOLF 96 .40.99 

PRIMAL RAGE .39.99 

RISE OF THE ROBOTS .24.99 

SECRET OF EVERMORE .44.99 

SECRET OF MANA .28.49 

STAR TREK - DEEP SPACE 9 ...39.99 

STREET RACER.21.99 

STUNT RACE FX .28.49 

SUPER BOMBERMAN.15.99 

SUPER BOMBERMAN 2 .22.99 

SUPER BOMBERMAN 3 .38.99 

SUPER INT’L CRICKET .34.99 

SUPER MARIO KART .33.99 

SUPER METROID .19.99 

SUPER PUNCH OUT .25.99 

THEME PARK.37.99 

TINY TOON ADVENTURES 
- BUSTER BUSTS LOOSE .19.99 


TINY TOON ADVENTURES 

- WILD ’N’ WACKY SPORTS.23.99 

UNIRALLY .24.99 

WARIO'S WOODS .26.99 

WORMS.37.49 

YOSHI’S ISLAND .45.99 

ZELDA 3 - LINK TO THE PAST ...19.99 

GAMEBOY Games 

DONKEY KONG LAND .27.99 

EARTHWORM JIM .25.99 

GOLF .16.99 

SPACE INVADERS (SG) .21.99 

SUPER BOMBERMAN.25.99 

SUPER MARIO LAND 2 .21.99 

SUPER MARIO LAND 3 
-WARIOLAND .21.99 

TETRIS 2 (SG) .21.99 

WARIO BLAST .17.99 

WATERWORLD .24.99 

WORMS.22.99 


LOGIC 3 

SPEED PAD ...9.99 
WITH AUTOFIRE 


LOGIC 3 SPRINT 
PAD 9.99 

SIX BUTTON JOYPAD 
WITH DUAL SPEED 

AUTOFIRE & SLO-MO HaBOBBS 



PROPAD FOR 
SUPER NES ...12.99 
AUTOFIRE (TWO 
SPEED) & SLOW 
MOTION 



SUPER 
ADVANTAGE 
JOYSTICK ...16.99 
WITH AUTOFIRE, 

J TURBOFIRE AND 
SLOW MOTION 


TECHNO PLUS TP516' 
JOYSTICK 16.99 

WITH AUTOFIRE, 
TURBOFIRE, SLOW MOTION 


DUST COVER .3.99 


HI-FI AUDIO LEAD - _ 

SNES TO HI-FI .12.99 


QUICKJOY SN 
PROGRAMMABLE 
JOYPAD ...19.99 
PROGRAMMABLE 
WITH AUTOFIRE AND 
SLOW MOTION 



PHASE 9 MULTI-PLAYER 

ADAPTOR.15.99 

FOR SUPER 
BOMBERMAN AND 
OTHER FOUR PLAYER 
GAMES 




SAITEK 

MEGAMASTER 1 
JOYSTICK ...15.99 
AUTOFIRE & SLO-MO 


SCART LEAD .14.99 

SUPER NES TO SCART TELEVISION 

MONITOR LEAD .12.99 

SNES TO PHILLIPS CM8833 OR 1084S 


GAMEBOYS FROM JUST £44.99 

ALL GAMEBOYS COME WITH BATTERIES 
GAMEBOYS IN THREE COLOURED CASES. CHOICE 


OF YELLOW, BLACK OR CLEAR AT JUST £44.99 EACH 

GAMEBOY (MANCHESTER UNITED) -t- 

NINTENDO SOCCER GAME .54.99 


NEW SNES PACKS FROM £89.99 

SUPER NES WITH ONE 

CONTROLLER + PGA TOUR GOLF.89.99 

SUPER NES WITH ONE CONTROLLER + SUPER 
MARIO WORLD & MARIO ALL STARS .99.99 


EB EE when you buy any item at the same time as joining or 
renewing for one year or more. Other offers available. 



GUYVER PART 1 Animated action movie 
(VHS, Rated 15) 

# 0R EURO 96 FOOTBALL 

stitched PVC, 82 Panels 

ABSOLUTELY FREE 

Existing members can renew early to take advantage of these offers. 






GOLDSTAR 14” COLOUR TY/MONITOR 

MADE IN U.K 


• REMOTE CONTROL 

• FULL ON-SCREEN DISPLAY 

• PERSONAL PICTURE & SOUND 
PREFERENCES 

• 120 MIN SLEEP TIMER 

• 40 PROGRAM MEMORY 

• SCART SOCKET 

• HEAD-PHONE SOCKET 


GOLDSTAR 14" COLOUR TV 
WITH REMOTE CONTROL 124.99 




^GOLDSTAR 3DO 89.99 
WITH ONE JOYPAD 
AND FIFA SOCCER 
GAME CD 


9.30am to 8pm Mon-Sat 
lOam to Spm Sunday 

01279 600204 

Fax 01279 726842 (we II fox bock) 
HEAVY diKounts HUGE range 
Credit terms subject to status 
Regular Colour Club Mogoilne 
Extra XS Coupon discounts 




reserve.co 

*7Ae Sfiecial 

%iA.cQu*U Qiuh. 


OUT OF THIS WORLD 
SATURN PRICES! 



WITH YOUR 
PLAYSTATIOH 


SATURN + ONE CONTROLLER 229.99 SONY PUYSTATION + 

SATURN + PANZER DRAGOON 249.99 ONE CONTROLLER.271.99 

SATURN + VIRTUA FIGHTER 2 259.99 PLAYSTATION + X-COM 294.99 

SATURN + PANZER & VF 2 .279.99 PLAYSTATION + DOOM .299.99 


PLAYSTATION & SATURN DEALS COME WITH FREE FAST DELIVERY 


I All prices include VAT and carriage to MOST UK mainland addresses. 

WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 

I YlfAt AlCAUfllSMP a AIACAZMC s £f 

[ ONE YEAR MEMBERSHIP £7.00 (UK) £9.00 (EC) £11.00 (WORLD) 

j Buy one item as you join for a year and we’ll give you a choice of great FREE gifts, 
j Over 250,000 people have joined, and Special Reserve has 80 dedicated staff, 
j Members are under no obligation to buy anything. Our regular club magazine 

I contain!? a .stanoarinn ';elRction of nroriiicte many at halnw trarta nrica 


contains a staggering selection of products, many at below trade price. 
Hundreds of pages of information on our internet site at www.reserve.co.uk. 

Amazing club shops at Chelmsford, Essex and Sawbridgeworth, Herts. 

PC repairs & upgrades at Sawbridgeworth (e.g. your 486 to Pentium by mail). 
No Quibble return policy £4 min or 2.5% - see the club magazine for details. 


I Overseas orders must be paid by credit card 

I Hardware items (battery or mains) are only supplied to the UK mainland 
j Overseas surcharge £2.00 per software item or 25% on other items 

j (BLOCK CAPITALS please) 

! Name & Address_ 


> Enter membership number (if applicable) or 

liia:iiRPRM«P FEE(AHNUALE7JM)) 


lit em 


I Ltem... 


I Please use this box to add any optional fast delivery charge 

1 1st Class Post 50p per posted item or £3 hardware 


ALL PRICES MCLUDE UK POSTAGE ft VAT o 

j Cheque/P.O./Access/Creditcharge/SwitchA/isa ^ 


I 

I _ 

I CREDIT CARD 

I EXPIRY DATE_SIGNATURE 

I 


SWITCH 

_(ISSUE NO._) 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, ESSEX, CM2I 9PH 

Inevitably some games listed may not yet be available. Pleose phone to check availability. 
SAVE = Saving otf full retail price. Intsr-Medlates Ltd, The Meltings, Sawbridgeworth, Herts. 
Prices may change without prior notification. Sent to press 09.05.96 E .& O.E. 





















































































































































































T he games have just announced that 
Super Mario RPG will not be released 
in the UK. What? No! You must be 
joking! Would you believe it? Dick Francis, THE 
Games Managing Director told TOTAL!, "Sadly, 
we will not have the enjoyment of marketing, 
selling and distributing the great Super NES 
game Super Mario RPG in the UK and Ireland. 
Unfortunately, events beyond our control 
mean that the game will not be released on 
the PAL format/ensuring no release across all 
European markets." Beyond your control!? 
Fight for the game, man - FIGHT! 

It's a disgrace! We're not going to stand for 
it - and neither should you! If you feel strongly 
about this senseless 
decision simply fill out 
the form below, bung 
it in an envelope and 
post it to: What's Your 
Caper Dick Francis?, 

Parham Drive, Boyatt I 
Wood, Eastleigh, 

Hampshire SOSO 


ukyou 


latlentlVj^l brand- 

stunt like this! 

- tHis anv more. 


Good news beat-'em-up 
Fighter Zero and Ultimate AfonraoliSH 
Kombat will both be relefiseci Qti the 
SNES later in the year. Already^pn ^ 
receiving end of staggeringly good 
re ^^at ^ and Saturn, 

Christmas 
thank you very 
jnuch.'Wg^j^i^sgme exclusive shots 
next month. 


ICbr your rights my gaming chums. Do 
'^=not tolerate this disgraceful behaviour. 
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Williams have unveiled their 
title which, somewhat cut»^ 
also be released on theJ^^H 
PC. The game,, as if you mH 
guessed, is aii. upd£^ 
classic, Robotro^^^fs. ^ 

into a 3D 


the original aim of the game 
There will be over 100 leveis 
will numerous bonus 
rounds upon completion. 
Other than all the sprites 
being replaced by poly- 
gons, you're just 
going to have to 
wait until next 
W month for any 
tKm details. Until 

WM ^K^hen. Byeeee. 


I n just a matter of weeks Hudson Soft of iC 
Japan will be releasing the third sequel to 
the best multi-player game ever - Super 
Bomberman 4. 

Not too much is known about this poten¬ 
tial smash except that the one-player game 
will again be improved, there will be more 
cute little fellas to ride and we'll probably 

have to ban it from 
the office when it , ,^3 
comes in because 
the last three were 'Mi 
addictive. 
Anyway, here's a 

. sneak peek— 


Could be fun, 
could be 
pump. Could 
be pumpy fun. 
We don’t 
know - leave 
us alone! 


way, my 
name is 
Max... erm, I 
mean these are 
PlayStation shots. 
Look it’s l^s, 
okay? Okay? 


A not particu< 
tarly useful 


WeU. it’s 
c e r tamiy not 
radicatty 
different. Do. 


... you reckon 
Hudson Soft are 
milking this one 
just a little bit? 

Too right! ^ 






























. j And people were talking about the beat<’enn-up genre 
^#^dying a death. Hah. You only have to look at what the 
N64 is going to regurgitate within the next few months 
i to realise how wrong ‘they’ are... 


'A top job of converting a coin-op classic to the 16-bit. Looks great, 
sounds great, plays great. It's great!' - 92°/o, TOTAL!, Issue 46. 

'A must buy. The greatest game on the Game Boy for a darn long 
time. Get it. Get it. Got it?' -91%, TOTAL!, Issue 50. 

'Never before have we seen a sequel perform so well'. - 94%, 

TOTAL!, Issue 53. 


Despite the fact that some sources are 
talking as if it is due for release tomorrow, 
Killer Instinct 64 is still a little way from 
completion and will most certainly miss 
the 23 June release of the N64 in Japan. 
This, rtoweVer, fnay Vvell benefit the game - 
and will possibly please Rare - as it means 
KI64 won't be swamped ur^der the weight 
of Super Mario 64. Subsequently, we may 
well see the game emerging to coincide 
with the September release of the machine 
in America. 


are's Killer Instinct is, arguably, the 
most consistently brilliant of the 
beat-'em-ups. It was one of the first 
games to actually pull off a successful Game 
Boy beat-'em-up conversion and its arcade- 
bound sequel has been tempting people 
away from Britain's sunny beaches and into 
the local area dps in droves. So, quite under¬ 
standably, muct|^4s expected of Killer 

Instinct 


This game ain’t big enough for the eight of us. 


Okay, so he might have been scrappo^p 
for the sequel but he's still one ofoui#^ 
favourites. In fact, we absolutely love 
the playful young tyke. However, he'^ 
out of favour with Rare and according 
to their XBAND sur\^y (a process in 
which the developers were able to 
decifer whj|^ characters were most 
popular a^umgst Kl gamesplayers) he's 
out of favour with the entire popula¬ 
tion of America. Oh well. Being 
popular ain't everything, Chief. 


Developed especial I j^MMlMI&quel, Kin 
Wu fs ideal for the fir^lHIPpiij^r and 
her chances of making i ffffvffW e N64 
are looking pretty health/especially as 
she is one of the most talked a'^out 
^l§dies, since 
TOTAL! offices. ^ ^ 


^movely looHPI||1yofE^ lass - m an 
SjjpDned kindi|JPIi/ay comes 

with twef dafigerdUsilfojcing 
^nd a bra that's obvioui^een 
iglued on. Unfortunately, SSjAe got 
loubt 5 _yy!]^ther sh,g;)l. mak^4l|j|>nto 
164. Basically, she's rubbisLul 






fn> The game itself promises to be a real 
— treat. No screenshots have been made avail¬ 
able but insiders have revealed that the 


programmers have managed to enhance much 
of what made KI2 Arcade so great. This 
would mean that 'concentrated damage' is 
preferred to the reliance on special moves and 
that the 60-hit Combo (who knows, it may 
have even reached 80 on the N64) has also 
been maintained. 


^ As far as characters are concerned, well, 



vated when combos or heavy attacks are 
pulled off and will then only change to a 
\ different, more exciting angle. Rare report- 
^ ediy wanted the game to maintain the 
^ same feeling as their previous efforts but 
I I also include the swooping camera action 
^that graced and so enhanced beat-'em-ups 
^^on the PlayStation and Saturn machines. 

^ It would seem that KI64 will also include 
^ ' sampled speech. Just as KI2 had a commen¬ 
tator shouting out stuff like, 'Combo 


that's not enough we have heard 
liljle rumours that there are some 
o^WiJharacters to boot. But , « 

reliable V' 

rumourslW®^* 

Graphically!^ 164 should be stun¬ 
ning. As predictable as it may sound, 
you surely couldn't expect anything 
else from a game that so set alight 
the SN£S, Game Boy and Arcade 
with ity wonderful looks. 



Breaker!' so it would seem will its 
follow up. And although the N64's sound 
specs aren't fully understood at this moment 
in time, there can be little doubt that they will 
be as good, if not better, than those in the 
arcade, so we will place our houses on the fact 
that there will be sampled speech of one sort 
or another. 

It's not often you find us with our tongues 
hanging out - and when you do its because 
our Debs has just entered the office in 
her new summer outfit - but, one thing's for 
certain, we're 

positively drooling at If 

the prospect I I 

I of KI64. I I 


The characters will, undoubt- 
ledly, be*'^lVen an overhaul - just , y 
f as theyilClre for the sequel - |nd the back- 
grounds are, reportedly^'shaping up to 
■ Jill be even more spectaculaiirthan those 
seen in the arcade. Just taking a 
look at Combo's Full Moon Level 
in/C/2 gives you some idea of 
'^how far the graphics have come 
5 |in such a short space of time. 
j And in relation to the graphics comes the 
A news that KI64 will, indeed, include a 3D 
j# camera facility. However, at the moment, it 
■doesn't seem that the camera will be 
Iconstantly rotating at 360 degree turns. 

1 According to sources, it can only be f 


that's anybody's guess but on#* 
thing's for sure as A jfc 

many characters as 

possible will be ^ 

included in the N64 . ^ ^ 

version. That means * 

there may well be 
room for Kim Wu, ^ 

Maya, Tusk and Gargus as well as 
Cinder, Riptor, the really rather scary 
Chief Thunder and the even scarier 
Eyedol (although if Gargus is taking 
■■■■I part, there surely wouldn't be ^ 
f room for two end-of-level ^ jj 
f bosses, would there? Would 
I THERE? OR WOULD THERE?). And if 


The trouble with Cinder is that he gets all 
under the collar at the first sign of fisticuff^n*» 
That's why he was so unceremoniously dumped. 
And when Glacius gets near him he's extin¬ 
guished. Frankly, we don't hold out much 
^ hope for his N64 chances. 


Brought in to replace the disgraced Eyedol, 
Gargus is like the school bully. He talks a 

good fight, he swears, he's 
t a rijiiig. ^ got a girlfriend (but she 
smells of pilchards and 
\ looks like a horses arse), he 

^ pushes you about a bit but 

■ % if. won't start smacking you 
down until you really get 
up his nose. And if you get 

do just that. Chances? 

Moderate to good. 


When all you can^o is rdl^ 
you're not going tO^ et ye fy far 
in life. You're going tS lbav^ 
school with no Gj^fes, a jbb in 
a chip shop, get^^psy fir^rs, go 
to night colleg^,i^ii yogi; JJaNVQ 
and work in shelves. 

If you're lucky you miglWf get a bit 
part in a corripifer game but once 
you're bootetffjut of that you 
better learji^ere the meat 
section is ^nd which shelves have 
got the cocnflakes on. 


^ Another member of the original 
Kl team that was given the boot 
for the sequel. Though we reckon 
^ Rare were a bit harsh and, frankly, a 
\ bit hasty. He's a tough beggar on 
all levels of the game and that can 
only be a good thing, can't it? Apparently 
not. Having said that thfugh, we've got 
a sneaking suspicion he-^night be back 
before you know it. 


he might have a nice se^.pr pecksquite honestly, he 
dopln't look great. And he ftSrts to look even worse once you've 
.^nfinelled his face a bit. I mean, ail least when you smack down Christ 
^'^e still looks alright (monkey-ish, but alright). He is, though, a popular' 
man - especially with his gargantuan sword - and should make it onto 
the N64 with ease. ^ 




Hello there. Expecting a retrospective view of ? Well, as much as we'd love to oblige, 

we can't. Because War Gods is a new title, destined for the arcades primarily and then - and this 
is what counts - it shall make an appearance on the N64. 


system which 
consequently 

wrecks his ship ' - 

and crash : ■-< 

lands him onto A 

the newly xV- 

formed Earth. 

At first, this - 

might seem an 

ideal opportu- J 

nity to seek out new and 
^ unchartered territory (and 
^ head for the beach) but, 

> unfortunately, for the 

alien the ore has escaped 
from his ship and come 
into contact with 10 
humans. This turns them 
Into highly skilled, highly strung 
warriors with bulging muscles and 
attitudes to match. And it perhaps 
wouldn't have seemed so bad if 
they all didn't want to nick / ^ 
away with the ore. — -JI/:: 


Soemer- 
_ gesthe 

justification “ ‘ 
for what is 

shaping up to be an immense beat- 
'em up experience. Each of the 
- 10 characters-with names 
' ^ like Tak, Replicon, 

Anubis and Nightmare t ^ 
- have been designed to look % M I 

% as much like real people as m I s 

possible. The polygons used M 

to construct their frames ® ■ 

have been touched over 
with a digital skin layer 
which smooths out their a 
figures and heightens the V 

believability of their shapes. . v 
What War Gods Arcade 
will include - and what ' 

the N64 version will also possess - is a 
3D button. This enables the player to 
change the direction from which the 
action can be viewed. Williams 
t believe this will be the closest any 
game has come - on a home console 
Wp# - to the sort of virtual reality that 
jl ^ Virtua 

Racing and 
Virtua 

IMiiib Fighter were 

able to harness in 

- ^ the arcades. It 

also prevents the 
action from 
becoming 
confusing due 
to the fact that 
the player can ^ 

/ choose when 


he plots to Kl and MK were forgotten a 
while ago now. So when the sequel 
to Kl appeared not one inkling of a 
storyline was needed due to the fact ^ 
that an excuse to beat the W 

hell out of your mate was 
storyline enough. But 

because War Gods is a 
. A new title it is neces- 

sary for Williams- 
■/jHw the developers - 

to justify proceed- 
ings. And so they 
JV have. 

alien, 

^.j^Mravelling across the 
^ galaxy at the very 
beginning of time and 
carrying a precious ore to 
^ boot, gets caught up in 

an explosion of the solar 








-V fe 







Seeming that these 
three massive beat- 
’em*ups are still in 
production - and 
thus there is still 
room for improve* 
ment - we thought* . 
it might be tme to *' 
suggest some 
potential new > > 
characters. 



iron fist 
end-of-level 

Forget secret codes ■ — — 

though, 4his gargantuan monstrosity 
can easily be got fo. Merely head for 
your local. 


IJ 


Nimble antWHth 
a power-packed 
right fist (due, 
mainly, to her 
lifting her tea 
cup up and 
down)^Tefal is In 
the Orchid/Chun 
Lee mould. Her finishing move is 
pouring a teapot load of steaming 
hot brew all over her opponent. 
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to swap camera 
angle instead _ ' 
of the game 

dates haven't 
been specified for even 
the arcade edition so it > 

is little wonder that 
dates for the N64 
haven't been 
^ 91 'eed. 

However, 

1^7 expect l/l/ar ' ; 

Gods to come ^ . 

head to head in Ht 

the popularity 
stakes with Kl in the v (}. 
arcades. And, who . 

knows, it may ^ 
even surpass it. They do say, after 
all, that a 
change is as ^ 
good as a rest. 


'An okay fighting game but, ultimately, it's too repetitive and limited' 


^ " 'Let down by its animation and controls'. - 59%, TOTAL!, Issue 21. 

' ■ 'Fantastic sequel to a dreadful original beat-'em up and perhaps the 

biggest change that any game has ever gone under'. - 93%, TOTAL!, Issue 33. 

'As a Game Boy title Mortal Kombat 2 out performs anything else 
that's available. It feels in every way like a fully-fledged arcade experience. It's rather hard to fault 
it'. - 92%, TOTAL!; Issue 33. 

'A highly polished and unbeatably satisfying addition to the series. 
Certainly the best of the bunch'. - 94%, TOTAL!, Issue 46. 

'A damn fine game and well worth a place in your software collec¬ 
tion'. - SO^^f^ALI, Issue 51. _' 

here Isn't much to be said about Mortal 
Kombat. It speaks for itself.4t's been the 
longest running series with the most 
amount of releases on a Nintendo format and 
all - bar the first two rather pathetic efforts - 
have been generally very well received. 

And so what can we expect 
from MK4?\Ne\\. Williams are 
keeping fairly tight lipped about it 
all. Character wise it would be 
impossible to say at this stage 
although it would seem a rather 
strange decision if they weren't to 
include old favourites such as 
Smoke and Sub-Zero. 

Once thing is almost guaranteed, 
and that's that the game will include a 3D view. 

Indeed, the 3D angles are now essential to any 
beat-'em-up trying to compete amongst the 
wealth of talent contained within the circles of 
k the Next Gen consoles. What form they will 


SELECT YOaR F/OffTER 


take and how important they J 
will be to the overall feel of ^ 
the game remains to be seen. ^ 

Graphically, MK4 is bound to be impressivjuil 
The N64 gives the developers ample opportmlU 
for polishing the looks of a game and if the^Hi 
game did make the transition into polygons 
which some sources believe may happen -^herP 
it would be Interesting to see ho^ affTjJe 
old characters turn out. Having 
^ however, we at TOTAL! rather 

the sprites will take on the sarrml^mil 
those in Killer Instinct 2. Certainly,jtH(Bll 
HIE game that makes use of 3D angl« 

K . ^ going to be slightly polygoned 
fe. __ War Gods is receiving the skin texfS?^ 
treatment from Williams we see iTttle 
reason for MK3 not to be^party 
same sort of pampering^- 

Still, speculation is rifj||and cqn^ete 
promises haven't beerMHade sdftwe'll 
^ stay quiet until we heai^BSiflP^iii^horses 
mouth (which, if the pf^SijW'^llfation is 

anything to go by, co^WI^^'fSWfetime 

. .1' mmim.fi' mm. i 

next year). ^ __ ^ - ^ 


Destined for greatne^lS^spIte a long 
line of illegal haircut^^ 

Pineapple has a range^;* 

of secret moves ' 

■■* 

including the Spikey 

Head Butt and Ev||^^- 

lasting Laugh. Hand ' 

him a telephone, 

however, and you'll 

discover his weakness .<0'^ 

(he likes a chat, see). 


He might look 

like a lightweight 

proposition but Le 

Plante will suffocate 

you with his silk robe 

and cravat at the first 

sign of trouble. And if ' 

you give him time he'll keep repeating 

pretentious script titles - such as The Co 

Reason and Streets Of Blood - until you 

beg for mercy. 


Carbohydrate is a super fit character who, 
if you leave him too long, will pop off to 
the local gymnasium unannounced. 
Beware, 

however! Don't r 

[give him time to jVi 

talk or else he'll p - 

kill you i»ff with /L \ \ ^ 

his repertoire of ' / 

*monotonotls 

drivel. ^ 


mmrof 

. 

WIMSrOi 
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Into the office, bright and early, Rob gets ready 
for a wholesome day's fishing. The immediate 
problem is, however, Tim is late. And the idiot's 
got all the gear. Oh well. Probably " 

for the best. At least this way, Rob J_.l 

Ifets a chance to get a bit of prac- j [ j 1 1 j j i|SlB 

tice in. And the more practice he 
gets on Bassin's Black Bass, the 
"tetter he'll be when it comes to I 


Probably the best known of the fishing 
si ms, Bassin's first appeared way back in 
Issue 43 and notched up a moderate 
74%. 'A bonkers idea!' bleated Rob in 
his review, 'but somehow it works'. 
Paved the way for the many other fishy 
follow ups and proved once and for all 
that Rob was in desperate need of some 
social encouragement. 


Tim finally arrives in the office going on about how he missed his bus 
even though it's common knowledge he fr’ 

MSI 

refreshed after a spot of Bassin's ^ 

' - and grabs the fishing gear from 
/ Tim.'Let's go!'Tim nods his head. 

. 'Nope. I want a quick bit of practice ^ v - 
first, please. A nice game of Mark ’ 

.. Davis' Fishing Master should do'. ^ .. . 


Bassin gets 
some much 
needed black 


Fishing, eh? About as interesting as root canal 
a game around. Or so you might think. Rob and 


Due for a European release a while ago now, it was put back and put 
back until it was forgotten about all together. However, Fishing 
Master is available on US import for those of you whose fishing 
hasn't fully benefited from Bassin's. It didn't go down too well in the 
States and isn't as good as Bassin's but still manages to convey the 
most exciting and snore worthy aspects of the 'sport'. _ 


Closing in on Midday and Rob has fallen 
asleep. So, Tim sees this as a good opportu¬ 
nity to nip in and nick Rob's rod. Casting his 
line, he gets a feel for the sport 




Down at the river, Rob and Tim set them¬ 
selves up for a quality days fishing. Rob - self 
confessed fishing expert that he is - teaches 
Tim - a novice in all senses of the word - a 
few things about how to get started. 'Stand 
back there, you idiot! You're getting in my 
way!' Once Tim has grasped his first lesson in 
I fishing, Rob sits down 
* and casts his 

ilMEiafcfciJ 

willing to wait his 

and^^ets^in a 

Jimmy Houston's 

Bass. 


Little known outside of American 
shores and with a title that opens it up 
to jokes about It being a guitar, Jimmy 
Houston's Bass is on a par with Fishing 
Master. Some aspects of the game leave 
a lot to be desired - the graphics are 

dodgy for starters - 
but, overall, it 
emerges as a near 
rival to Bassin's, if 
edging a little closer 
to the 
' SNES 
equivalent 
of a 

sleeping 


Below: *Stand 
back there, you 
idiot*. Rob 
shows off his 
liaison skills. 














And Rob h^s caught something. Tish^ ahoyr he shouts. ^ 

.., fully down to the river bank.' 

' if " 0%^^' " ‘ watches Rob's face go red as he strug- 

J gles to surface the huge'n (technical term 
^ ^ for a big fish). Then, tragically, it escapes. 

'Tim! Tim! Catch it, it's coming towards you!' Tim swipes the net through the water and, 
yes, they have something. 'I've got something!' Rob, like a proud father, pats Tim on the 
back. 'I knew all that playing of TNN Outdoor Bass '96 would pay off'. 


Again, barely seen in 
Europe but pretty I 

popular in the US, Bass * 

Masters Classic was later followed 
by Bass Masters Classic: The Pro 
Edition. Potentially one of the better 
fishing sims but, y. 

nonetheless, -imv liB 
received middle S jS qL 
to good reviews ’ 

on Its release. 

Certainly, one to ** 
watch out for in 
the future. Possibly. 


In fact, this title was scrapped almost immediately after its 
release. And, on playing it, it's not hard to see why. 

. . .. Everything 

— about the 


surgery. Certainly not the sort of thing you’d base 


like rotten 

fish. The , 

graphics 

look like ! 

they've been • 

drawn by a 
group of 

school children and the gameplay is 
enough to send even the worst of 
insomniacs off to sleep. _ 


immediately. And ten minutes later he feels a tug. 'Rob!' the young pretender 
shouts. 'Rob! I think I've got one'. Rob springs into action, grabbing hold of the rod 
with Tim and trying to bring the catch to the surface. Unfortunately, within seconds 
the pair have lost their potential catch. 'If you hadn't been so slow...' says Tim, 
feeling bitter that Grandpa Pegley fell asleep on the job. 'Shut up!' booms Rob. 
'You're just not experienced enough. Try playing Bass Masters Classic a bit more...' 


HIS big!' 

jcause mine was. 


So, the two fisherman have caught some- 
^ ■ thing. 'Well done, Rob. You caught a lager 

disappointed, shrugs. 

™ 'Well, it doesn't bother me because when 
; you were back at the office playing Jimmy 
Houston's Bass, I caught a whacking great 
fish'. Tim smiles. 'Oh yeah? So where is it?' Rob laughs although 
there's a distinct amount of worry mixed in there. 'Where is it?' 
He repeats. 'It's... I put it... I gave it to a young kid down the 
bank there. The poor boy had been fishing all morning and was 
in need of some encouragement'. Tim smirks. 'Of course he was. 
Well, whilst you were lazing about, I fished out one THIS big!' 
Rob laughs. 'Yeah? Well, you should 
have seen mine. It was THIS big!' Tim \ 

moves closer to Rob.'Yeah? Well, it ^ (k 

wasn't as big as mine because mine M 

was THIS big!'They come face to face. * 

'Oh really?' says Rob. 'Well, mine was ,4 
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luyj. 


m onths time,,. 

... Yeah, it should be ^ 

out in about three 

months time. So ril ^ 

be getting one then. I 5 ) ^ ^ ^ 

can't wait. ^ 

10. Hidden your Game Boy down your 
pants.,. 

... Especially necessary when faced with a 
boss/teacher who doesn't like you playing 
Tetris In work/class. 

Dovm Youtr Rants N€3t 


confrontation has seen 
more exchanges of swear 
words than an Oasis press 
conference. 

5. Compl e ted a Mario 
g ame... 

...Mario is, after all, to 
Nintendo what Alan K 
Shearer is to Blackburn I 


1. Bought a Nintendo 

when wanting to be 

Nintendo owner. 

2. Scored a header in 
ISS Deluxe... 

... The hardest thing to pull off on /SSD. 


6. Pulled off a 


17-hit Combo. 


bag every time you win a 
corner. 


Tfiere are certain 
y6u should have fon^^ 
wondered about, even e 
self as a Mntenm lover 
^e last month ^^ing o 


iti havei 



Unless you're Rob, In ^ 

and therefore m 


which 

likely 

case you'll most *■ 

deserves to be m,., 
played and 

Wc 

pull 


i completed. ^ ^ 


one out 

^ In that 


of the 


^ ' order. 


Orchid would be Id 


without any ci 

'othes 

ofi^ 

...Well, h 

9. Told 1 

avei 

fOU 

n't you? 

r mates you're 

aettina 

an 

N64 in three 
























time being. Until the 
N64 comes out. In five 
years time. v 

16, Been t o a f j 

Virgin Meg astore.,. < 

... And found out that 
there's a sale on! Oh, £7,564 for 
a copy of Killer Instinct. I think I might go to 
the Games Exchange. 

17. B oug ht a Nin tendo maga zine... 

... This one, natch. - 

IS^Tho ugh t you co uld e asily B 

Game s Reviewer... 

... I mean, what do they do? ^ ^ 

Sit around on their arses "***^j^^ 

playing games all day. Then 

write about them. Not hard , 

is it? And if that guy at TOTAL! can 

do it then I sure as hell can. 

19. Scored an ov erhea d ki ck on ISS 
Delux e. .. 

KrT^ you're Rob, In which 

case you'll most likely pull 
one out of ^e bag every 
■E'^ time you win a tackle. 

20. Pla yed your Game Bo y dur ing a p artic¬ 
ularly impo rtant Science exp eriment... 

... After all, who cares about bunsen burners 
and lime water and crusty old Biology 
teachers who drone on about pollination and 
reproduction when you've just got to the 
eighth level of Micro Machines? 


Ih Told your 
mates you're 
gettin g a n N64 9At 
in five months 
time.^, 

... Yep, that's right. 

Only five months to 
wait! I'm already saving 

12. Mayed Doom... 


Very impressive. Some would 
question the fact that 
you don't have a social life, 
which you obviously don't, 
but you're in the same 
league as St Robert of 
Portsmouth. Which may or 
may not please you. 


... So popular it 
makes Princess Di 
seem like a hermit, 


Very good. Around about 
what Tim scored. 
Not as keyed in with 
all matters 

Nintendo but, 
nonetheless, you 
if have set yourself 
aside some 

quality time for games- 
playing. Well done. 


13, Told^Qur 
mates you're 

ge tti ng an N 64 HP 

when it comes out... 

... As soon as It comes out. I'll be there. At the 
front of the queue. Although I've 
put my savings on ice for 
_ the moment. 

14. Had /ess than po si- 

BeSHI tjyej^ings about 

^ Violet Berlin,., 

... YOU ARE THE MOST 
ANNOYING WOMAN IN 
THE WORLD. Except, of 
course, for Anthea Turner. 

75. Told you r mates you 're 
keeping your SNES for the time be 
... Yeah, I thought I'd keep my SNES for the 


About average. You're 
familiar with 
Nintendo, like our 
very own Debs, but 7 

sometimes your .'t 

Interest wanes a 
little. Certainly, 
though, you can be justifi¬ 
ably labelled a Nintendo fan, 


worst experience " jjA 

you'll ever have to ^ 

go through. Sl. K. 

28. Pla ye d every * ^ 

single version of Str^t Fighter,^ 

... Street Fighter, Street Fighter Turbo, Street 
Fighter 2, Street Fighter 2 Turbo, Street 
Fighter 2 Arcade... 

29. Tried to play a game wi^^^ 
reajding the instmctions.^ 

... Admit it. You went on and on about the 
Impossible difficulty 
level to your mates 
and then they told 
you there 
was a diffi¬ 
culty level ’ j 

select in the •/; \ ^ 

options 

menu. And then ^ ' w 

you wish the ~ ^ 

ground would ■ ' 

open up... 

30. _ Thought you could 
easily be an Editor,,, 

... I mean, what do they do? Absolutely 
nothing, that's what. And if that guy at 
TOTAL! can do it then I sure as hell can. 


21^Tnvestedin_a 
Super Adv antage 
joypad,,, 

... and then realised that, 
actually, they're a bit like 
Eldorado. A good idea on 
paper but In practice... 

22. Been to Mr B's in We sto n- 
Sgper-Mare,,. 

... Sod the arcade games. The mere fact tha 
they've got the Fun Fadory - the only indo< 
adventure playground In the West Country 
should be enough to warrant a trip. 

23. Sworn at the grumpy old 
fart behind the counter in 

your local arcade... ^ 

'Hello. Could I change this 
pound coin into tens, 

please?' ^ 'V 

'Hmm'. gmM 

'Sorry, I didn't 
quite catch that?' 

'Hmm'. 

'No. I still can't hear 


24. Gone to see Great Mills 
HHrMI Western League side, 

QiTirT ^ Backwell United... 

It might seem like a strange choice at first 
but once you've watched ten minutes of 
Western League football you'll find yourself 
with hours of renewed interest in the Game 
Boy games your Gran bought you and you 
never really liked. 

25. Watched 
Super Mario Bros: 

TheFUtru,. ^ . 

... It was rubbish, 

yes. But being a » 

Nintendo owner Is 
all about being 
loyal to Mario 

so, if anyone asks, it was the best film 
you've seen in a long while. 

26ijPur^ose/y (et the puppiesjdie in 
Earth worm Jim 2., . 

^ ... Just to hear their little cries of anguish, 
r He, he, he. 

27. Got to the final screen p/ja game 
then died,., 

... Next to the acting in Neighbours, the 


Much obliged you grumpy old ba 



































^ rubbish... 

§ ... And told the sales 

jj ^ assistant that 
your sister got 
you this copy 
y ' whilst your 
• parents got you 

another copy of the same 
game. Tsk, I don't know. 
Anyway, how about an 
exchange? What do you 
mean you don't do 
exchanges? 

35. Should have listened 


you lot 
through 

the ^ yi0^^ 
same punishment. 

32. Phoned a Helpline: 
Part II 

... Subsequently, you will; be 
told that the 
best thing to 


You're in the 

same category 

as Chris - which is \ 

an insult I 

before you've ' 7 

even began - and 

can you really 

class yourself as a Nintendo person? Not 
really. If we're being brutally honest. 


Underground. 

38. Told your mates that, 
actually, the Virtual Boy 
was a worthwhile 
venture... 

... No, really it 
was. Didn't you 
know that red 

N and black graphics 

are going to be 
the next big 
thing? 

39. Won a 
games related 
n competition... 

... Do you feel 
lucky, punk? 

40. Received a Nintendo 
game f o r Christmas... 

... An integral part of being 
a Nintendo owner. Especially 
If the game's totally rubbish 
and you have to pretend 
you're grateful. 


An absolute disgrace. Do you 
even know who 
Nintendo are? Do you 
even know you've been 
born for that matter? 
Well, you're in the 
same league as the 
Thickster and believe us 
when we say it's 
nothing to be proud of. 


Nintendo 
Hotline 
(that's 01703 
652222). They keep cheats 
for all sorts of games (and 
we don't)... 


Scored a 
25-yard 
free kick 
on ISS 
Deluxe... 
...The 


favourite Nintendo mag 
into the bath... 

... And, no, there's no point 
in trying to dry it with a 
towel. That's £2.75 down 
the drain because of one 
moment of carelessness. 

34. Taken a game back to 
the shop because it was 


third hardest thing to pull 
off on ISSD. And even Rob 
can't do this. In act, he's 
pitiful at free kicks. 

37. Visited a Computer 
Trade Show i n London 
s omewhere. .. 

... And got lost on the 


If you can prove to us that you romped 
home in the 40's then there's a t-shirt 
waiting for you here at TOTAL! Send us 
your score and fifty words on why we 
should believe you're telling the truth 
and the first ten will all get smart Kirby 
t-shirts. So how did you do? 


goodbye 

(goodbye). 

49jJPi^ed Final 


4 5. Beaten Eye dol on Killer Instin ct 
without the use of 'continues'... 

... The pinnacle of your Killer Instinct career. 


Mario in Yoshi 's Island... 

... DOES HE SERVE A PURPOSE? 


ar cades.. . 

... Always 

was and t h \ 

always will 
be THE game 

to play in the ■' * 

arcades. * • 

50. Incurred t h e wrat h of Deb , by 
phoning up T OT AL! and getting through 
to her b y m ist ake . 

... 'What? No. Never heard of it. Please stop 
bothering me. Make a cup of tea for me or 
something can't you?' 


... Because if Tim can do it then you can. 

47. Ordered a gam e through an 
i mporter... 

... Rather essential 
now that the 

European market c? ^ 

has gone Into hiber- ' 

nation. And, ^ 

anyway, if you do 
you'll be able to 

play Civilization and Super Mario RPG. 
48. Ph oned a Helpline: Part III 

... And if they don't have the 
cheat, you'll phone 
back the maga- 
zine and tell 
them. And as ^ 
interested as ^ 
V they are (which we 

are), they will tell 
you that they don't 

’ f have the solution (which 

we don't). And they'll say 


Scop e Guns... 

... And then found out that they're 
absolutely useless unless you've got Duck 
Hunt on the NES. 

43, Fallen a sle ep whi l st playin g 
a n RPG... 

... It's just such an inter- ^ 

esting genre. * 

44. Been so engr ossed in 
a game tha t y ou at e a 
wholepJMe of British 
Be ef... 

... Nothing to worry 

about, mind you. British Beef 

is completely safe, F 






















Bpiy To Get There: Go straight through 
|ji^eria and Cameroon then take the first left past Gabon, 
Game: Dookey Kong Country. 

It^tSQDing: It's easy to label DKC as ji 
Hwiliilimm, However, the trt,^^i 


related platformefn 
purpose in de^gjjl 
^African regiq^f 
^kking your^^H 
^Kyour rhud 
^^■gules, playfl 
attenli 


[)usly by tni||| 
binding Vine at 


m now H 
the differei 




day in the country all ytm 
ke and settle.d<^ in 


)rMari&i 


Reasoning: Well, for starters, Mario lives in fiteW^J^H^^^^H|prtantiy, 
believed, then much of the street violence involves ffSpWPWj^^Kip^ ajlhi 
people's heads so, presumably, the city is in sef^«needl|H 
, y And, fortunately, the boyJ>4a£^Js employed in jifii^that lin^ 

^ ' Making Your Holidd^||S|||||^^|||i^'t the friend I iestj||j 

\ v^^^ut SNES and 

Hv dh[ough trouB^^H 

take^^^ 


MVna/ Flm 
yhacking^ 
l| 24-hour 
^ork. 


pure 
)takes 
able 
s rooms 


money. 

















len y^absolutely h< 


How To Get There: Take part in the Great 
to go there. 

Game: Jungle Strike. 

Reasoninp: A third of Brazil 

IHtesed to be a bloke )jdiaJ|[|||^^HH||| 




itrikes 


layout 

HKlp along^^H 
ptr/Tce cart - closlH 
pance Survey map^ 
BJts of local nuclear 
Forces. 




^e. If you fancy 

for that matter).^! tn^Kii 


^HHKumber 
H^Byour bi 
HlBy wearfl 
9|B9 worse! 
SUiy from yw 
|ptl off yo UM 
is secof|H 
walls and e jM 
>your trip wi|9 


How To Makel^ur Ho//day Wq fpWl^^ the fSra^vnfM 

most it might be wise to carry some stakesSSwWISHH^'^ in^ucksack, strl| 
shorts, it doesn't matter as long as you have some on yoi^^erson soqjj^y here. Secoi 
lace. Now, admittedly, it isn't the height of fashion and people might laimt you for 
but those dastardly fiends of t^g||||||HH|i||^^ so it'll keeprjfam 

jtoa^ver, don't letsucked dry q|d||^H|b||j|ifl 

what improM^^H^^m^H 

don't villaa^^^^H^B9|S 


Visiting forcii 


cultures 
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Wow To Get There: Providing there's a war on it should be pTSflMf ^usy ■ 
the only one that's still making chpcolate instead of building trerniHes. 
Kirby's Avalanche: 


■Ktry to uni 
^ above and 
>he in 


Bmuch^lH 
!your yodll 
i) and rathe! 


■unning 


aslVias ya 
advancing a^ 


name OTWj^[ you 
and thereTore 
^villagers your nai 
■bgkund ycHi;|E| 


people will be in 
Colin. Clint, you coufflHj 
ajjiiljnd. 2] Call eve 
iv ^^^BfiUfihe. The! 


was 


ftrangMmMUMI 

f talking with youj;. 
Infines of 
liking 


le town or 


With his handkerchief, long baggy shorts, lily-white legs^ 
and ludicrous amounts of suncream, the English 
telidaymaker scarpers down to Westt^^j^Kttb^^t^ 
^Kgrtt $fgn of sun. And 
^^Hi||||B||^|r coats 


fsn't wanl 

















1 



How To Get There: Don^^ 

watch Neighbours. Because ^ 
that'll put ' 
the sights J 
on aboutjfl 
CrickeU 
have m 
best 


PPItup but 
^und of 


s of growing^llHI^Bl 

1 of the lingo. 

anotlWH|^^^ the Bar-B'. This helps 
Ulralians. Make sure you shout a lg|^a s well cmi 
Posers by how great you ar^^j^wfi^l l^nov 
Australians have l^jbs the ^|B|HBHI^ck am 
same if they were in your thjs41 

nary things are mastered 
I6?c/^ t closely. It provides ^jWpWwBy n«||M 
HHUhteiis. If you're usaajHM 
^^^^W/You're 

of crickdMHHHIBIpme as 'bm 




HH^H^suca 

Ind u^flw clap 
(ping over and 


invasion 


There: Pop down to your local 
Zee Eerdwd 


(of^PPmiiPPpu iva- 
lo happen to find ft, the; 
m/. rerngMyfae hairdjH 


iningly as one of Hmer? 
UBS evening 

At fiisriHfll^H 


hdWyer (make sure it's on the m ostpo^ 
grid's biggest car^y^te^mlK^H 



1 

ia 

i 































■M 

Not Just a Lemmings clontk 


One of the most natural 
learning curves around. 


Wahey! Destroy Uuidicapel it^s fun for all the family. Get 
those little swines on tiie top. 


R eleased on every other format since 
the 12th of Never, l/l/orms finally 
makes It onto the Super NES in time 
for, erm, the booming Summer market? 
Whatever, It's almost here and considering it 
recently won several very prestigious awards 
it should be a goody. 

Often described as a cross between 
^^^Lemm/ngs and Batt/e Tanks, 


irvpiayer 

ttdbore 

point 



^Bthe basic premise is as 
simple as it is dull- 



1 ' 

1 

ft 











































sotmding; simply diijcfc fouovorms into a 
^upretly hostile lardscape, do the same with 
op to three otheaF^angs of four and dish out 
a variety of vicious weapons and see who 
wins. Take in turns blasting until all the 
opposing team members are dead - simple as 
that. This is one of the most addictive non 
puzzle based previews weVe had the plea¬ 
sure to rush through on deadline since, 
oh, since Cannon Fodder. Praise Indeed. 

Other features include: optional 
time limits, chucklesome samples, 
and the kind of military tunes used 


in 70s sitcoms. Oh and what aboUt the . .v 
weapons? Well, you can choose from uzis, ^ 
grenades, cluster bombs, banana bombs, 
machine guns and to get through 
particularly tough bit a drill and blow¬ 
torch. Wahey! 

Graphically it's not going to make 
you call your Gran in for a look at what 
new fangled technology can do these 
days, but what it doesn't have in drop- 
dead beauty - It does have in explosive 
action, multi-player thrills and an intuitive 
control system. It may not be politically correct 
in environmental terms, but then none of the 
best games are. 

For the full review treatment and a chance 
to win copies of the game tune In next month. 









































It may take a while to get used to, 
but after i 5 minutes the obsessive, 
competitive demon in you could 
well lose you friends. 


T his game is top! We're not going to 

muck you about with the usual preview 
speak - it's great, okay? Why else would 
we bother previewing a game that's highly 
unlikely to ever receive a release in the UK? 
We're previewing an import gem and if you 
listen to us in next month's review and buy the 
cart, you'll owe the whole team a pint - each, 
mind. Anyway, what's it all about then? 

Obviously it's a puzzler, clearly it's a variant 
of the Tetris/Puyo Puyo formula and, as usual 
with Japanese puzzlers, it's utterly mad in the 
face! You control that cheeky little fella at the 
bottom of the screen. Your aim is to pick a 
coloured ball, catch It and lob it back to the 
top so that It touches another of the same 
colour. Once a stack of three has been 


A Western version is very unlikely to 
ever see the light of day. Get friendly 
with an importer NOW! 


Left: The type of girls that 
nightmares are made of. 







































Make no mistake, if 
youVe even vaguely 
interested in 
puzzlers, this is 
worth investing in. 
Yes I know weVe 
not supposed to 
express a prefer¬ 
ence in previews, 
but it’s just so 
darned good! 


achieved they disappear. Repeat until the lot 
are gone! Oh yeah, like it's as easy as that. 

Magical Drop boasts four modes of play. 

In one-player mode you're pitted against the 

computer and must progressively destroy 

characters In each level - oh you know the 

drill, it's one of 'those' 

puzzlers for spoodle's f . 

sake. The two-player | ^ 

mode Is the same except, ‘ 

erm, with two people. * ‘ 

The high-score mode pits , ' - ^ 

you against, erm, the I ; " 1; 

previous high score and ’ 

the puzzle mode frankly ’ ' 

baffles us at the moment. ■ ^ ' 

This Is cute beyond | , - ' 

belief and will get a big, , ' J 
big score next month. > ^ 

Seeya! r' 






Manioc 


13 Nintendci 
























This lady on the right is 
called Marjorie... 


Attack? TETRIS ATTACK?! What*s that 
taper all about? Do they think we’re stupid? 


... she can be a help to \ 
you as she is an active 
Greenpace member. Quelle? 


-ui. «/aii epRO^(y)j 

' : ' 1 ; • ♦ A 


EP33I 


fc Blocks. Nice word, that. 

^ Just sort of rolls off the 
tongue. Rather like walls. Or Prat. 





















innrfp 


IMlHMimi 


That *2* on the 
right there 
means you 
exploded two 
lines. 
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Impressive 
graphics, no? In 
fact, weren’t we 
seeing this sort of 
thing... 


... on the Game 
Boy about four 
years ago? Pfff. 
Write to your 
local MP! 


Cracking good 
explosions, there. 
Just look at them. 
Where are all the 
yellows? 
WHERE? 


3-4:21 


Gf^Sirkd 

ScDor'e 


161 


rVC-8PV5B-01 
















































Cute, isn’t he? ian is his name. Ian 
Sanderson. And he lives at 4, 
Sunnymead, Sheffield. 


H latforrns games are two a penny. 

Almost every month we get one 
^ dumped on us. And most of 

them are rubbish. I mean, with tfie 
% exception of Toy Story, we haveri't 

■ had a decent platformer for tfie SNES 
I since Yoshi's Island have we? DKC2 

M was good but hardly excep ^ ^ 

M tional. It was just a slight 
^ r(?vamp of the original with ^ 

graphics to die for. And EJ?. 
was good but, again, too damn 
J similar to the first one. 

■I Nc;, when I say a good plat- ***'*’-^^ 
■ former, I mean a good, original ^ 

I one. Something tfiat's got that f 
certain spark about it. | 

^ ■ Something that invites you in 
I for another play. And plat y 
formers that fall into both I 

I these categories have been a bit |: 

I thin on the ground. 

So, what do I get through the post 

■ this very morning? Incantations. A cute 
I platformer, apparently. Kook, eh? It's 

like some unearthly force was listening 
to me and decided that, as I had been 
I— such a good boy, they'd grant my wish 
I {What the hell are you on about? Ed.) 

I And it's come from the same stable 
as Prehistorik Man. Now, that game 
really was something to run round the 

streets of Glasgow naked to. It grabbed 

] the platform genre by the scruff of the 
neck and gave it a good kicking. And, by 
God, it was proof that there was still 
plenty of life in the old girl yet. 
Incantations is still in the early stages of 
development so details are scarce on the 
ground at this moment. Still, the demo we got 
a look at seems darn impressive and 
■IB knowing those clever people at Titus it's 
% bound to pack a bit of a punch. 

I Still, if you can wait, we'll be 
I carrying a fuller look at the game in a 
M couple if issues time. 


Collect the coins for 
some extra points and 
pocket money. 


And destroy the . 

Pegley monsters on the * . 

right here. ^ ^ ’ > 




The local corner shop dealing mostly 
in cereals and vegetables. 



'1 

^ c 


z 

tn 


























Look at that SNES? Isn’t it a 
wonderful beast of a 
machine? 


•HQ, eh? Great, aren't they? Not 
content to release some of the 
finest games to be seen on the 
Nintendo machines, they've only gone 
and told us that they'd like to give one of 
you lucky readers a chance to win a 
brand, spanking new Super Nintendo 
Entertainment System (that's a SNES to 
the less educated of you) and PGA A 
Tour '96 cart to match. Aj^ 

And not only that! They've 
also gone for a bit of the r 

following: five runners up jBF 
prizes of PGA Tour '96 for 
the SNES and another 
five copies of FIFA 
on the Game 
Boy. Strewth. Isn't 

more to the point, 

AREN'T T*HQ GREAT? 

I mean, really great. 

Now, all you've got to do to win 
this really rather special prize is tell 
us: Which one of these is the 
professional golfer? Is it, a] Sean Atkins, 
b] Nick Faldo or c] Dobin out of 
Rentaghost If you think you know the ^ 
answer then send your entries to: 'Who's 
Dobin From Rentaghost?', TOTAL!, Future 
Publishing, 30, Monmouth Street, Bath, 
Somerset, BA1 2DL. 
















There are times in this life when you have to face up to the 
facts as hard as those facts may, at first, seem. The sad fact 
this month is that I'm leaving TOTAL!. I'm off. And, unfortu 
nately, for the young lad Weaver and the old woman Cook, 
the mag may never be the same. I know it must be hard for 
you all. I am, after all, a great, great bloke. Bye then. See ya! 


The main event as far as we're concerned and it's 
ruddy good fun to boot. PAGE 42, PLEASE! 


Mohawk has been labelled as 
Nintendo's answer to Sonic. Well, 
we'll have to see about that. Which 
we will. On Page 46, if you please. 


CRAP! That's what this is. BORING 
TEDIOUS DUMP! And to find out 
why you just have to go to... actu¬ 
ally, don't bother. It's pants. 


HarJnps 










Oh, Rob's leaving is he? Oh well. This month we've reviewed some great games, I can tell you. Star Kirby 
was obviously the main attraction, but there've been some pleasant surprises. Olympics on the SNES turned 
out to be a bit of a grin and Toy Story on the Game Boy was a damn fine conversion... Oh, alright, we'll be 
sad to see Rob go. In his own middle aged, pub crawling way, he was a great bloke. Sometimes I would have 
rather smashed my head through a plate-glass window than listen to his early morning football drivel, but we 
wish him the best of luck. And as for the party hats, well they're in celebration of the great man's birthday. 



Toy Story on the SNES was one of the best platformers for a while and this version 
will please Game Boy owners as it's an exact conversion (well, sort of). 
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We all know and love the little blubbery chap and his special blubbery ways. He just 
wouldn't be the same without his vacuum-like suck and ballooning cheeks. Here, for 
your pleasure, we present the wee one's various basic traits. 































PLAYERS: 1 

DEVELOPER: HAL LABORATORY 
PRICE: £60 

RELEASE: ON (JAP IMPORT) 




will 


diving th 

KJrby way. 


Some jungle based 
ennanigans. 


R ob and Christian used to be best 

friends. But Tve never known a couple 
of people turn into such twisted, 
repugnant brutes over something so unimag¬ 
inably cute. Just because Rob wouldn't let 
Christian have a go on it, bless him. 
Star Kirby Super Deluxe Is just so 
criminally addictive, you see. 

Okay, it might not reach the 
lofty heights of Bomberman or 
Puzzle Bobble on the must-have- 
another-go meter, but it's a riot 
of all the things that make you 
feel good about gaming that 
you'll be itching - or perhaps 
punching someone else, as Is the case 
with Rob and Christian - to have another go. 

The monster that is SKSD is built up from 
six platform-related romps and two sub¬ 
games. Those of you familiar with the puffy 
Kirbster on his Game Boy outings will 
feel comfortable playing any of the 
six main platform games (though 

two are only accessible when 
you've finished the others). 
The one major difference you 
notice is that, as well as sucking 
up the enemies you meet leaping 
around the gaff and spitting them^^ 
out as stars, you can now savour their taste i 
bit longer and fully digest their power. You^ 
then be able to wield their special power - 
it knives, flames, umbrellas (?) or the like J 
yourself. Not all the enemies have these^ 
powers, but there are enough to provio 
of variety as you progress through Jh^ 

There's also the opportunity to turn yj 

% ^ 

current power into a computer-contj 

TOTAUnSUBi 


Another useful little trait of Kirby's is his ability to spew out a little computer- 
controlled mate when he's in a spot of bother. When Kirby's in special power mode 
(after you've eaten a suitable enemy), simple press the A button on the pad and a 

small helper will appear. They will be furnished 
with the special power Kirby had, and will 
wade in and sort out the enemy, armed 
with that very power. Kirby will just have 
to make do with his legendary suck and 
blow. Simply hammer the A button 
again to get rid of the little fella and 
get your power back. But does that 
totally cancel the brief tense periods 
and any intimidation the bosses may 
This Is Kirby. Yes. have caused? We reckon so. 


pays taxes. 


And he also pays the 
price for silliness here. 
























Thankfully Hal Laboratory and Nintendo have also managed to squeeze two 
sub-games into the cart. These bring a welcome break to the mad old platform 
proceedings of the main games of SKSD ~ even though they are merely very 
simple tests of nerve ancLsp^d. 


Megaton Punch 

Using three constantly moving meters* you 
must thrash it out against three opponents 
in the Megaton Punch championships. 
Unleash a severe smash and you could send 
a split off dovm Kirby’s star-shaped world. 


Duel 

A symbol will appear at a randomly genei^ 
ated time, and you have to press the attack 
button as soon as you see it. This tests how 
sprightly your reflexes are - there’s a timer 
on-screen to show you how fast you were. 


route, have the rest of the 
^ office floor (that's Super Play 
and Sega Power) crowded 
'round as you try and do away 
with the final boss with the 
. merest of weapons and 
energy. They are the games 
where there's a perfect difficulty 
curve, where the odds always looks 
stacked against you, but somehow you 
manage to scrape through. 

Unfortunately, SKSD isn't this kind of ^ 
platformer. The power-ups, ^ 

although varied and hugely enter- 
taining, come far too thick 
and fast. You're never 
really on the edge of your 
seat, because your porky 
life never really looks that* 
threatened. And the ability * 
to call up a computer controlled • 


familiar who wipes out most of the enemies 
on-screen (including having a pop at the level 
bosses) lowers the tension even further. 
Shame, that, because if a bit more 
attention had been paid to making 
the later games slightly more chal- 
lenging - reducing the 
power-ups, toughening up the 


Wanta fbmiy caption? Oh, go away, vdll you? 

'bodyguairtf, which is explained in the box 
entitled Fetl^elsewhere in 

this review. 

There's orTe=fnajinrfew with this _ ^ 

system though, and, for once, 
everyone on Total! agrees with me. The 
good platform games are the ones that W 
leave you gasping for breath as you ^ 

successfully negotiate a tortuous trap-filled 


Irby is wicked, says Usa I’Anson. 


As I mentioned elsewhere, Kirby can now 
totally consume an adversary, so swal¬ 
lowing their various special powers. 
You'll be able to tell exactly which power 
you currently have by the natty headgear 
on Kirby's pink bonce. Among the more 
impressive hats (and useful weapons) 
you get to strap on are Magician 
(complete with magic wand), Indian 
(which allows you to hurl waves of lethal 
feathers at unassuming passers-by) and 
Jet (where you get a mini-plane and 
goggles welded to your skull - useful for 
Mjlping out the way of enemies). Here's 


I'm still rather partial to X 
an afternoon in the 
company of Debs and Kirby's 
Avalanche. We gave it 91% in issue 
43, and for me, as for Debs, it still 
keeps getting better. I'm not quite so 
convinced about this though. It's 
certainly loads of fun while you're 
actually immersed in its rotund 
yi pinkness, but most of the 'main 
f 1 ^ sub-games' are over all too 
quickly. If the difficulty had 
I been upped, this would have 
been the best thing ever. Again. 






































One of the main games is a race 
between you the evil DeDeDe rather 
than a regular platform sequence. 
There are three courses to negotiate, 
filled with food, obstacles and some 
fiendish twists and turns. Double tap 
on the D-pad and leg it as fast as your 
scarlet feet will carry you! 


Oh, no! 

Those ruddy 
Japs talking 
their strange 
language... 


...Why 
doesn’t 
everyone 
Just speak 
English? 


bosses, this would have been an even greater 
example of its genre. 

I As it stands though, this is still eminently 
playable stuff. Kirby responds instantly to 
Ik your joypad caresses and the levels are 
all beautifully designed. Although 
^ the first two games aren't 
' k I going to cause you too much 
\ trouble, the later ones 
throw up a few more 
challenges and surprises. 
Great Cave Project stands 
out as perhaps the one 
y that's most rewarding, as you 

have to actively search out all the 60 
pieces of treasure from amongst its levels. If 
only all the games within S/CSD were slightly 
more challenging - come on Nintendo, make 

'em more tricky for a UK release! i-ri 

Classy, totally entertaining game, | [M 

nonetheless. TIM I—lO 


And this isthe^ 


«Ouch! IVe 
got a bomb 
on my i 
head’- i 
Kirby, I 
yesterday. I 


Look... no, wait! 
Chris does 
better captions 
than this... 


Kirby’s fireballs pack 
quite a punch. 


... Oh, I can’t 
think of anything 
to wri... 


Though 
to cry ay 


It's big, bold and bright - just 
what you want from the little,^ 
pink marshmallow fella. 


A bonkers barmy soundtrack 
that perfectly complements 
the graphics. 


Not the most challenging 
game, but because it's a joy 
to play you'll finish it quickly, 


'Mario may not have 
anything to worry about, 
but all the sub-standard 
platformers better start 


qua king 


TOTAL! 

SCORE 
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W!f ftiTJ 






































































Hi, Mohawk 
here. I’ve got 
ambitions to be 
Sonic but, if I’m 
being honest... 


... I don’t stand 
a snowflakes 
chance in 
Iceland. Um... 


Gosh, what shall I write? 
Something about hamsters? No. 


w I 

DEVELOPER: T«HQ 
PRICE: £49.99 
RELEASE: OUT NOW 


T he trouble with airplanes are that they 
make me feel sick. As soon as I start 
going along the square tunnel that 
leads from the terminal into the plane itself, I 
start to feel my lunch rising through my body. 
And the last thing you want when you're 
prone to being airsick is the disgraceful 
efforts the airlines call meals. Just 
the thought of those trays of 
plastic food makes me feel 
worse than when we have to sit 



, ; through Chris' infamous dog 

■ impression. 

» V So, imagine how happy I 

am with my feet firmly on terra 
firma and my eyes fixed to the 
delights of the Nintendo machines. 
Except this afternoon. I'm not happy. 
Normally, when I'm told I'll be reviewing a 


platformer I get rather excited. Because I like 
platformers. I like running and jumping my 
way, up and down from left to right. It's 
great. But, the sight of Mohawk is not only 
enough to stop me from wanting to touch 
another platformer again in the whole of my 
life but also a timely reminder that I should 
never board another airplane. 

And, on top of that, Mohawk has the 
worst storyline I've ever had the pleasure of 
reading. Something about a mad General 
(surprise!) on a planet called M17X - or the 
Party Planet (great!) - who has stolen all the 
CD's (a great variation on the old foot- 
ball song, 'Who ate all the pies?') and 
reduced the planet into a boring 
Ulll^ mess of a place. So, Mohawk and 
C his pal Headphone Jack (nice!) - 
who are completely in love with 


Oh, look, 1 can peek 
out from behind a tree. 
Aren’t I a naughty boy? 
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Wait a minute. The 
preposterous fool 
has at both 
\ ends. How is 
\ that possible? 


Look, I can turn into 
a green and yellow 
ball at will! 


And I can run 
to boot. Great, 
aren’t I? 


music but have no ears (quelle?) - decide to 
take on General Headslot (supercailfragalistic* 
expialidocious!) and return music and, in 
particular, all the missing Chris de Burgh 
singles back to their rightful owners. 

So, this equates to five huge worlds of 
Mode 7 action. Now, Mode 7 is a funny tfiing. 
It rotates the screen 360 degrees and provides 
the opportunity for some super fast scrolling. 
Okay in theory but in practice it reduces the 
game into a pretty close interpretation of the 
new Alton Towers roller-coaster. Now not 
knowing your arse from your elbow might 
appeal to some of you but it would have been 
nice to see a little less of the clever, clever 
Mode 7 and more energy put into the game- 
play. At points in the game, you've got about 
as much control over where you're going as 
Rob has over his bowels after a particularly 


An excellent soundtrack 
with liberal doses of heavy 
metal guitar. 


Not only has the ruddy fool got no ears but 
he’s wears a bum bag! Blithering idiot. 


A dreadful mess of a game 
with far too much attention 
to cleverness. 


testing Saturday night. 

Aside from this, Mohawk could have been 
very good indeed. It has all the necessary 
ingredients - sprawling levels, colourful 
playing environments, things to collect, things 
to destroy and they gel together well. It's 
just the facility that T#H0 so thought would 
make the game better has in fact made it 
worse. Oh dear. 

If this was a budget game then I'd bump 
tfie score up a bit because Mohawk's not bad 
for a quick play. But as a long term 
" \ product it falls well short and as for 
it being the Sonic beater that so 
many people were thinking it 
might, well, let's just say that, 
sadly, Sega owners are ||||hh 
■ _ ' going to be even nrjore ■ ■ 

smug than normal. TIM ■ ® 


If you're loaded the buy it. If 
not, save your money, it'll 
only last a few days. 


Tragically lacking in game 
play, Mohawk may be 
soaked in potential but 
misses the mark.' 


I can run, oh boy I can run! And 
I’m yellow, oh how yellow I am. 


TOTAL.! ISSUE S5 JUI-Y 96 








































BRITAIN'S BEST-SELLING SNES MAGAZINE 



Fall under the spell of the SNES 
role-playing game in our huge 
round-up. 


MONKEY 

BUSINESSI 


The biggest and best Diddy’s 
Kong Quest guiie. 


Discover the secrets of 
^ the black magic box! 


EXCLUSIVE NEWS! 

Street Fighter Alpha ^ 
The world’s best 
beat-’em-up is 
coming for 

your SNES-.-i^HH 


Super Play - the only SNES and Nintendo 64 mag that packs a punch! 

























flES 






‘mander 




The tAsk force is 
Advancing smoothly and is 
currently sailing 230 miles 
north of the Oahu island 
of Hawaii. 


Yananoto 


PLAYERS: 1-2 
DEVELOPER: Koei 
PRICE: £65 (approx) 
RELEASE: USA IMP 


Vi t-i A H H i C S 


Absolutely awful. We didn't 
expect them to be great but 
these are the pits. 


SOUNDS 


I Monotonous drivel that, 

\ frankly, will not do. Worse 
than Rob's singing. 


AY 


^ You'll find yourself extracting 
^. more fun from a brick. Not 
] very good. I'm afraid. 


AN 


'm sorry but I fail to see an 
ounce of good in this 
game. Now, it's not because I have 
something against strategy games. I 
don't. Indeed, I was a big fan of 
Civilization a couple of months ago 
and Sim City before it. And neither do 
I have a particular hatred of all 
things historic. I did, after all, do an 
A-Level In the blessed subject. And 
passed it. No, it's got nothing to do 
with either of those. What It has got to do 
with, however, is the fact that this Is one of 
the dullest, most monotone games I've played 
In a long while. 

Basically, the player can choose from ten 
scenarios - three campaigns and seven shorts - 
which vary in difficulty and complexity but 
succeed In equalling each other In 
tedium. Once you are into a 
scenario you are given an objec¬ 
tive - to rid the American fleet 
of six aircraft carriers, to sink 


Order [Assjsn' List 'iWll. Cp 
Japan 




30 or more warships 

by a specific date and so on - ^ ^ ^ 

and you must carry this objective out uslng*^ 
everything at your disposal. 

However, whilst the scenarios are histori¬ 
cally accurate they are completely devoid of 
excitement and too often the game ends 
up looking like the financial section of 
The Sunday Times. Action has been 
discarded in favour of statistics. And 
when you finally do get to a battle 
scene the whole thing looks so 
pathetic you'd think It had been 
programmed In a primary school. 

If you're the sort of person who 
gets overly excited at the sight of 
copious amounts of facts and 
figures then you may well find 
something of Interest in PT02. But, 
quite honestly, for the rest of you, 
this is going to come as a huge 
disappointment as it's 
j taken a good Idea and 
completely spoilt it. 


Enough for the hardest of 
hard-core strategists perhaps j 
but anyone else... 


'A dreadful piece of 
software in all senses of 
the word. A good idea 
tragically wasted.' 


T! 


OTIL 
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JAVELIN! It’s good it is. Better 
th.iii gc'tting lost in a back 
street of London at night. 


I I (Ljtli wefetj't pltiyituj Cardiff at Twofton 
l\ifk in Aiujusl f)tut of tlieir pie soc^son 
f)uil(i up, tfie Olympics would suri‘ly lake 
pride of [)la(e <is lire most im[)ortant sf)ortin(j 
ev(‘nt over tIresumnuM. Indi*(‘d, in some 
ciUijr ters it's even f)(‘en tier aided as more 
important tlian tlie afortMiUMitiorK'd foolball 
fixture. Controversial as tfurt nuiy sound, 
tliere's no doulrtiruj tliat tlie (|ut?stion of 
wlietlier Sally Gunnell can let.rin her title i 
sometimes does overstiadow that M 

other important sf)ortiruj (]ues U 

tion; Will David Moqt) retire ^ A |Hy||| 


straight, eyes 


off- Keep 
,pot of tuonol v.sioiv 
, ,ho vellow of the •.; 


I, maybe 
,and... 


from kee()iny cjoal for Bath? ^ ^ 

Well, whatever side of the 
fence you choose to stand on, 1 ^ j 

there can be no disputincj the III jm 

fact that there's something fZ 

rather special about the Olympics. 

All that record breakincj and medal 

ceremonies. Watchincj the Y.inks ^ 
shoot their mouths oil al)out 
everythinc) under the sun anci 
. y then get good whipping t)y us 
' 7^.-- Brits. Yep, the Olympics always 

\tV ® gives us good cause for some 
- summer cheer . 

g / fc. But If you can't lace having to 
until August for a sf)ot of loncj 
^Q^S^ump or a smidgen of skeet tfien, 
conveniently, you won't as I •HQ's nc'w 
licence, Olympic Summer Ganres, emerges 


... hop, sK.p, r- . 


The Discus is the 
weakest of the 
events... 


... whilst the 
archery is the most 
fun packed, sun 
drenched, arrow 
shooting event. 


for the be‘ 
luck. Then, 
oot time... 


... hope 
British 
you’ve 


• - leg it across to the high jump 
and get a bit of practice in. 


^ Whoops. You’re NOT good enough. Do 
better or you’re out on your ear! 




















offering the player the chance, along with up 
to seven of his mates, to taste the magic of 
the games. 

There are 10 events in all and each offers a 
substantial challenge. The easiest by far is the 
hurdles - it's just a question of pressing up at 
the right moment - and the most difficult to 
grasp is the skeet - having to decide when to 
release the clay and then take aim almost 
immediately takes some practice - but all are 
immense fun and, if you're up against a 
couple of mates, you won't have a better buzz 
all year than beating their time in the 100 
metres or their distance in the javelin. 


^reat start! 

‘disqualified. 


it’s a false or 
'vill triumph, 


'*» it*s not the 
counts. Ta, ^ 


There are two modes in the game - 
Practice and Tournament - and also a 
Customize game option which enables you to 
specify which events you would most like to 
take part in and which you would rather 
avoid. The Tournament mode enters you into 
all events - unless you state otherwise - whilst 
the Practice option gives you total freedom to 
play whatever event you choose. However, 
you can't win medals in Practice mode so as 
soon as you feel confident It's best to move 
into a tournament. 

The events are as realistic as the machine 
allows them to be. For example, in the 100 
metres sprint you may find yourself beginning 
well - there are false starts, so don't be too 
hasty - but falling behind in the last third. Just 
as real sprinters often leave their real pace 
until the last thirty metres so too do the racers 
in the game. Often it is best to maintain 
as constant a speed as you can. 

Olympic Summer Games is 
a pleasant surprise. If some¬ 
times it becomes a little 
tedious in one-player mode 
then it's more than made up 
for by the need to beat your 
mates in the multi-player 
option. The gameplay is spot on 
with a sensible learning curve and 
official world records to beat, which adds an 
extra dimension. 

As for the Official Bath City Pre- 
season Friendly licence, well, that isn't 
expected to appear for a while... TIIVl “ ® 


A colourful, exciting mix of 
track and grass and with no 
visible slow down. 


The main tune becomes 
hugely annoying and the 
sound FX are fairly average. 


An excellent multi-player 
facility and ten events adds 
much needed variety. 


TOTAL! JUDGEliEmr 

'Not faultless but, nonethe¬ 
less, a varied, exciting 
licence that should appeal 
to any potential Linford 
Christie.' ^^^1^ 


A seven! 
Nothing to be 
proud of. NO! 


A fun, easy to play licence 
free from steroids and loud 
Americans. | 


LIFESPAN -^ 











Yes. so 

Do you 
think Titus 

thought 'oh, it's only a game' 
when they were choosing where 
on the scale between darn easy and 
bloody impossible they were going to stick 
their difficulty setting? No, they didn't. They 
just stuck It right at the top and guessed that 
would be fine. Well it isn't fine. It's harsh. 
Hence my reasons for being equally so. 

So, what else is there? Well, there's a 
completely useless main character for starters. 
Armed, predominantly, with a sword but also, 
from time to time, able to collect doughnuts 
and throw them at the enemy - no, that is not 
lifelike! - Bruno, for that is the name of the 
main character, is a fat, slow cretin. When 






















































Pinky And Perky 

Have a special place in the hearts of every 
fortysomething. 

Miss Pi ggy 

What Janet Street-Porter would be if she was 
a muppet. 

IVe Are rhe P/gs 

Suede at their very, very best. 

Hamm 

Raking it in thanks to Toy Story 
^ going nuclear. 

Pass The Figs 

^ Debs' fav game. 'It's 

^ piggies 


Snu ff!e The / 

Truffle j 

The lovely Emma / 

Forbes' Live And I ^ 

Kicking \ 1|M|^ 

gameshow. \ 

Francis Bacon ^ ^ 

Well known pork 

chop fancier and part-time 

painter. 

Porky Pig 

Third-rate fatso but, nonetheless, charming in 
his own oinksome way. 

Where The Pigs Don't Fly 

Suede at their very, very best. Again. 


Babe 

Cute little pig that thought she was a sheep, 


An unusual cartoony look 
that works really well within 
the context of the game. 


Some good, solid sound FX 
and a main tune that doesn't 
get annoying. 


Frustrating and if there's one 
thing you don't need in a 
platformer it's leaps of faith. 


If you haven't put your fist 
through the screen by the 
second play, it may last. 


T OTAL! JirPGEMEN T 
'A disappointing, naive, 
infuriating platfomer that 
thinks it's clever but, quite 
obviously, isn't.' 


- could barely get onto 
the second level after 
half a day's play-and ^ 
enough leaps of faith to fill even 
Chris' gob. It's hard to imagine 
what went so wrong considering 
that Titus' previous platformer 
for the SNES was Prehistorik ■ 

Man. But, one thing's for sure, 
something did go wrong and 
Power Piggs, I'm afraid to say, is the 
end result. TIM 




























































ciiDnMANlA is the fantastic 48-PAet 
WM FOoXlL EURO '96 supplement 

.1.. JSmOTa 


including: 


PLUS 116-PAGE KW 
BUMPER MAG!! 

Featuring Terry Venables # How The 
Championship Was Won • Gaz from Supergrass 
on Man U • The Greatest Ever European 
Championship Matches # Ally McCoist Gets 
Jock-ular • Top England Player Interviews • 
Footy Totty • Italian Sunday League • Why 
Wales Are Crap # Reviews # Letters 

• Euro-tunes # Euro-cake # Euro-ties 

• Euro-bloody-everything! Phew! 


Football started the Tabloid war ui 
The Year! 

& 

rliA ^ T _ 




Championships 
















Skeet Is great! It’s as 
interesting as politics. 




But why skeet? 
Why not Rsudllyi? 


PLAYERS: 1-4 
DEVELOPER: T^HQ 
PRICE: €24.99 
RELEASE: OUT NOW 


'm afraid that too many years of a miser¬ 
able old Welsh PE teacher barking orders 
at me, like some demented Army officer, 
put me off pursuing a career in the athletics 
field. In fact, by the time I'd left school, I was 
so sick of hearing, 'do 50 laps!' that I vowed 
never to touch anything remotely connected 
with running, jumping or sandpits. 

And when he wasn't shouting in my ears, 
he was force-feeding me with the virtues of 
rugby - when it was painfully obvious to 
everyone else that the sport bored me stupid 
and constantly reminding me that he was far 
fitter than I was. 

Well, Mr Stringer might have put me off 
real sport (and scarred me for life in the 
process) but now I'm back with some 
console-based exercise and if r T 

he ever came near me, 
wielding his rugby-laden ^ 

stick I'd show him who ^ 

was the fittest. Oh, howJ^:' • 

I'd show him. ■ jy /V c\ose-»5 

So, what's there toialL 
say? Olympics is a pretty gooo 

close conversion of the ^ « 

SNES version (though obvi- ..‘ 

ously corners have been 
cut) and all the events are 






the same. The multi-player option also makes 
it over but, disappointingly, doesn't work as 
well on the portable console. 

The events, themselves, are a mixed bag. 
The slower they are, the better they are. 
Archery, skeet and the javelin ail make it over 
relatively unharmed but the sprints, long 
jump and high jump all suffer a little bit 
on the small screen. Not enough to 
warrant an FBI Investigation but enough 
\ to make viewing it a tad annoying. 

So, overall, Olympics is quick off the 

blocks, fades a tittle in the 
middle then trips up and 
just about makes it across 
the finishing line. 

Still, it's a brave 
effort. 


Generally very impressive. 
Can become an annoying 
blur at times however. 


An annoying main tune and 
the sound FX lack the excite¬ 
ment of the Games. 


Pretty good. Easy to play and 
all the events have a good 
difficulty curve on them. ^ 




Fine for a quick play but not 
good enough to warrant a 
very high score. 


'Just about what I had 
expected. Good in places, bad 
in others. A mish mash of 
excitement and boredom.' 


Oh, tragedy! 
I’m for the 
high jump. 


TOTAL! 

SCORE 


Look at his j 
legs. Now L 

that’s what I call bad 
sunburh, Must hurt that. 


r 


> i 

¥■ 




^ ■! 

k 
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I doubt this will recieve as PRICE: 
many plaudits as its SNES RELEA2 
cousin. Not that that will 
particularly bother Disney. It might disappoint 
them slightly but it won't damage them too 
much. After all, with the exception of the 
tragically dull Pocahontas, we are 
talking about a company that has had a 
"-^hit with every single animated feature 
its ever put out. Toy Story is merely the 
junior of the pack. 

Although if seniority • ^ 

depended on profit earned 
Toy Story would surely be 
reaching the distant summit. : i * 


Nevertheless, every dog 
has its day and Toy Story 
may have had its with this 
Game Boy conversion. Don't 
get me wrong, it's not bad - 
in fact, it positively shines in 
places - but in a brave effort 
to squeeze as 
much as they 

possibly could into the cart, 
Disney Interactive have had to 
sacrifice some of the gameplay, 
Which Is a shame because 
that's exactly the 
department that Is 
always most important 
in Game Boy conversions. 

Still, there's plenty of time for 
that. First, let's talk about vegeta- ‘ , 

bles. Potatoes, in particular. Now, 
many of you may think that pota- > - I ; 
toes are a dull, dirt-ridden ' 

vegetable with a distinct lack of 
charisma and charm. You're 
wrong. They can, in fact, be very 
funny. Hilariously funny, maybe. 

Especially if they've got a mous- 


)mehow 


Woody hangs on for dear life ay 
Buzz takes him to the local gym] 













Whoah! Watch out Buzz, Chris 
has taken down his trousers! 


taken directly from -jg 

the Super NES 1 

/ / version - but not ^ 

the RC Rally and 

Doom sections that | 

added such a special 

' dose of much needed ^ ^ 

variety. But you can't . 

" moan at the conver- ! : 

" sions. The game - v j ' 

^ now an honest plat- \ 

i former as opposed to '| = --fl 

platformer with racing 
and Doom sections - 
still encompasses 
% the same objec- ^ 

tives that Its predecessor ^ 
Jid. For example, on Level 
^ Two you still have to 

move Hamm, Rex and 
^^Wot into the box and so 
^ *n and so forth. And on 
Level Three you still have 
to race Buzz across the 
treacherous bedroom environment to the 
bed at the other end. This is excellent news 
for Game Boy owners because often great 
p chunks are taken out of conversions bound 
' for the portable machine. And the unique 
looks have remained although the back¬ 
grounds have been 
sacrificed. The sound, 

III however. Is dIsap- V 

pointingly poor, ^ 

which is a surprise ’ - y '■■‘•'i I 
considering the \ m 

music on the Super 

NES was so good. | ■■■■■ 

“ There's no denying ^ 

that Toy Story on the Game Boy is a spectac¬ 
ular achievement. It's as close a 
. : ^ ^ conversion as we've seen for a 

X - long while. Which is, I'm 

; afraid, where It sadly falls 

down. Because so much has 
IlkmajiL been squeezed in, the move- 

.. ment of the main character 

is absolutely dreadful. It's like 


he's 

moon- 

, walking 

4 ^ his way 

-- through 

_■* ! ^ the levels. 

I becomes 

particu¬ 
larly annoying when you're faced with the 
speed of the helicopters and planes dotted 
about the levels. At one point, on the second 
level, when It was necessary to jump down 
onto the pump that blows up the balloon, I 
Here it -^^■..'^slease; Te 
army men and ther^tf 'i 
the level. Just like th^^ 


tache, some I 

pink ears and a 

lovely bowler hat. Walt a second, that's Mr 
Potato Head isn't it? Too damn right j 

It is. My reasons for mentioning the • ■ 

playful young scamp? Well, where UK 

the HELL Is he In Toy Story on the 
Game Boy? He was unquestionably 
the star of the film - forget all that 
Woody and Buzz drivel - but is noticeably 
vacant from this conversion? WHERE? Oh, 
okay, so he pops up for about one 
screen midway through the game (at 
least, I think that's him) 

. . but, frankly, that's just ^ 

not good enough. We 
want more from the Mr 
fi Potato Head stable. We ^ 

M want more, do you hear? We 

^ game based solely 
gM around the antics of the 

If 4 aforementioned root J 

^ vegetable! Geddit? Jm 

Anyway, I hope I've 
\ ;" ’ V gotmypointacross. 

" \ It's just I like Mr 

\ Potato Head. A lot. 

And I wish I could have his little 
potato shenanigans captured within the 
confines of a Super NES cart. What? The 
game? Oh yes, the game. Well, I suppose 
you'd like a proper review now, would you? 

A proper Game Boy review, maybe? Right, 
well, here it Is then. 

The game 
features 10 


There is ample opporf-^ 
Woody to collect starsl^E 
Tina Turner and Christo; 






Take a good look at this screen because 
you're going to get to know it quite well. 
Very well, in some instances. That's it. 

Look hard and long at the depleted figure 
of Woody, laid out like he can't take 
anymore. Like he's had enough. Which he 
has. 

And if "Li < 

that 


Fourth level, this. Have to 
help that pain in the arse 
Rex get from... 


...the very beginning to 
the very end. Like he can^t 
do it himself. He’s only a 
dinosaur after all. 











u a fraud:A cheat. A liar. A stinker to 


Okay, so you're friends might label yoi 
man, even. But, one thing's for sure, you'll be getting further than they will. 

Take a gander at these screenshots. Once you get to this point on the third 
level, you'll be faced with the prospect of a mammoth sized gap. There are 
hooks through which you can stick your lasso but that's a pain in the arse to 
master. So, just leap out Into the gap and bounce your way across the bottom 
of the screen to the next piece of furniture. Admittedly, you'll lose one or two of?!^ 
your stars but if you go on a little way there's an extra life to pick up so your loss of 
life is more than made up for. Great, eh? 


a continue but, sadly, that's just ridiculous. We 
don't mind a challenge - and, perhaps, it 
wouldn't seem so bad if he wasn't 
so SSSSLLLLOOOOWWWW - but |_| 
the whole thing just becomes 

ludicrous. TIM ^ 


just couldn't time it properly because when¬ 
ever he jumped up it took an age for him to 
come down. I had to chain my fist to the chair 
to prevent it going through the screen. 

And, unfortunately, the continues are still 
as sparse as in the original. Which 
becomes even more infuriating 
when you take into considera- 
tion the many untimely y 

deaths you are faced with . ®C4i 

due to the slow movement 
of Woody. 75 stars gets you 


8u 4Z shows off a bit on the 
third Ifevel. Wants a race with 
yoo. Just give him a good KICKING! 


The backgrounds might have 
lost themselves on the way 
but the sprites are still crisp. 


Distinctly average. There are 
solid FX but they just sound 
like R2D2. 


Woody’s next film will be opposite Jean 
Claude Van Damme in Woodnail and I: The 
Sequel. Should be great, no? 


If it wasn't for the fact that it 
was too slow, it might be j 
very good... 1 


fnfito 


... but it is too slow and too 
annoying to last you beyond 
a week or so. 


Yep, it's the intro screen. 
At the beginning of the 
game. If you've got 
patience to rival Mother 
Teresa, then go to the 
Options menu and set 
ready yourself for 
another game. If you 
haven't, clench your fist, 
level it with the screen, 
then shove It straight 
through. It might cost 
you some money at a 
later stage but it's 
hugely satisfying. 


'A spectacular achievement 
but in the effort to squeeze 
everything on, the gameplay 
has been left sadly lacking.' 


































Internet MCs... http://www.fut| 


Killer! 

Win yourself a brand new 
KI2 arcade machine! 


Exclusive! 

Amazing Nintendo 64 and 
32 bit hand-held news! 


Kombat! 

Be the first to get the 
inside story on IVIK4! 
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n Pedro emerges in Gothica from the ; 

top of a well. He is met by the well 'pn ?r *? 

keeper who thanks him for killing the . , ' • ; •' /nv'^ 

Aquagoth which was blocking his well. -. .' , .'.C* ^ ■ .; 

He then pulls Scampy out of the well and HJ: v . -V : * - 

Scampy has been transformed into a pink 

poodle. Pedro Is told that for any more info he should speak to the Queen 


While Pedro is 
still at the well he 
should help an Oglin by 
V - pulling him up in the 

bucket. Setting off 
' north, our heroes find 
themselves In the medieval land of 
Gothica. Search along the bushes on 
the easterly side of the path since there 
are four hidden areas with treasure 
chests. You can find this one alongside 
the wall of the city it contains Horace's 
Aura Magic. 




' . .■ i i.i . I ■ ... w^m You'll find the freak show 

' giv ' yo*-* bought a ticket for 

at the far end of town. Scampy has 
>-•’ I ^ to wait outside while Pedro visits 
*. ■ ^ the show. Pedders sees all sorts of 
I weird things at the show but 

nothing as weird as the last exhibit 
which is Scampy dressed with a pigs head and proclaiming 
to be the wondrous Pig Poodle! 


□ Back in the 
market, Pedro 
should purchase a 
ticket for the show 
with a Amulet of 
Annihilation 


(don't 

4 )anic if you don't have one there is one you can 
^collect a little later on). If you can afford to. It Is 
a good idea to buy the Oracle bone and any 
other charms that are available. Now it is time 
to visit the folks to the east of the market. Keep 
climbing until you reach the palace where 
Pedro is refused entrance. 


Visit every house and collect all you can on the way to the top, except for Lance's house. 
Lance Is possessive of his treasure, so go upstairs but don't take anything. When Pedro 
to leave Lance appears and rewards Pedro for not taking his things by giving him the Lance 
Look behind Lance's house and the house of the rich family to find more goodies. 


t) «u k«-t 

It. this 

llMlI >.t-| 

j<»tl f »iU K s . 







ET 

« .. J r. 



gj|The 

Startled 
and disorien¬ 
tated Scampy 
runs off and 
' finds himself 
in the middle 
of the annual 
pig race. 

Being quicker 

than the pigs, — 

he wins the race. The locals 
tell Pedro that the owner of 
the winning pig is to join 
the Queen for the Royal 





1 . 

. 

This (joiiiiii riinit is 
PfORO, the. oii»ner of 
the iiiinniiig piti, ijoiir 
hiqhnes.s. 


□ Pedro 
and 

Scampy are 
then taken 
to the 
Palace for 
the 

banquet. 

Upon 


arrival, the ever more (pun 



intended!) erratic Scampy runs off. After a talk with 
the other guests, the hygiene obsessed Queen arrives 
to meet Pedro. Meanwhile Scampy finds himself in 
the kitchen where the Chef decides he Is going to be 
the main course! 
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0 Scampy 
wisely 

runs for his life 
and jumps 
down a large 
drain to escape 
and finds 
himself in a 
dimly lit sewer 
maze. Scampy must go west, north, west, north, west, 
south, west, and now use the vent to re-enter the castle 
above. From here he should go to the balcony and go 
through the top door back into the castle and then back 
into the maze, then head east, north, east, south, east, 
then up the vent. Now walk behind the bookcase. 


jkl I HH 



































After dropping into the hidden 
■ vent behind the bookcase, 

Scampy should go south, east, south 
(this path is hidden) east, north, east, 
then up the vent back onto the balcony 
and down to the bottom door back to 
the maze. Now head north, west, then 
south. Scampy runs into the banquet 
chamber and onto the dinner table. 

The Queen demands that both Pedro 
and Scampy are thrown into the dungeon 


,^iThis is an outrage! 

^ ILtho is responsible for 


/^^this fifthg beast? 



the Defender collar. Now release Pedro and go away, so keep an eye on their health using 

through the bottom right cell, this leads the intrepid the Heal spell if necessary, 

duo into another sewer based maze. 


The cave entrance leads our heroes 
back into another part of the 
sewer. They should go north and against 
the flow of the water. Now head west to 
take them to a ledge where an Alchemist 
is standing. He gives them the Corrosion 
spell and 
lets them 
take the 
contents 
of his 
chests. 

Pedro 




should now head east until he comes to 
the exit. 
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As 

soon 
as Pedro 
goes 

through the 
exit, he and 
Scampy are 
captured by 
the Queen's 
guards and taken to her chamber. Fortunately 
Queen Jumbo Pants is in a better mood and says 
that she'll help Pedro if he goes to Ebon Keep. She 
lowers the drawbridge so her troops can storm the 
place and clear out the remaining occupants. 


Leave the castle via the west wing and 
go to the centre of the chessboard 
maze, which isn't a maze at all really. Go 
round In a clockwise fashion until you arrive 
in the middle where they will be confronted 
by the Foot knight. 


m 


Once at the bottom of 
the stairs, Scampy and 
Pedro are met by an old man 
who warns them of the 


dangers in the Mystic woods and lets them save their posi¬ 
tion. Now take this route: south, west, north, west, south, 
west, south to the bottom of the maze then east, north, 
east, south, east, south, west, south, east, south, east, 
north, east, south, east and then through the exit. 


Pedro comes face to face with 
his mirror image called Bad Boy. 
Use powerful spells to beat Bad Boy. 
He has a low amount of hit points but 
his Nitro and 
Storm spells are 
powerful and he 
re-emerges twice 
after he's been 
beaten, so you 
have to beat him 
three times in all. 
Now walk over 
the bridge and 
save your game 
with the Boy. 


The 

Foot knight 
has 2,400 hit 
points. 

Magic 

attacks are ^ 
pretty useless against him so use your 
most powerful weapons and have Scampy 
on 'rabid Jeremy Beadle' mode! Once he is 
defeated a trap door appears on the 
chessboard, it leads down some stairs 
which are crawling with those vulnerable) 
to magic Bone Buzzards! 


E Pedro and Scampy are back in the Mystic Woods maze 
again. Go east, north, east, north, and then east agam 

until you come to 
an Oglin. Don't 
attack him as he 
gives Pedro the 
wizards coin 
increases 
magic 
Now go 
then 

way to the 
bottom. 


east, north, east, north, west, and finally north. 










Open all the cells and kill the 
■■■ monsters, just like you did in 
Ivor Tower. The last cell you clear is 
the exit. Now before exploring the 
castle, go south into Ebon Keep town 
and go to the house that is in the 
equivalent position of the richest 
people in Ivor Tower. Behind the 
house is an r— 

Alchemy 

shop, buy f 

as much as 


- '-SI' ’ V ''v.' ^ ."l Pedro and 

; .-•'-' -.'1 iiiil Scampy are 

y ^ / attacked by 

■*'" V ‘A Timber Drake the 

A'" A i Dragon. He 

V ' moves about 

• quickly 

pip^ ' making it hard to 

m-rrrT7:^_^-~m him with 
Conventional weaponry. Use your magic spells to whittle 
away his 2,000 hit points and set Scampy on full attack 
mode. When Timber Drake is defeated, exit east into Ebon 
Keeps' sewer network. 


_Once I--- 

mam again 
it is back 
into the 
murky 

sewer maze ^ 

for Pedro ^ • 

and r*,? 

Scampy. Take the route, east, south, west, 
south, east, south, west, south, west, north, 
finally east and through the exit into the 
castle's dungeons. 


Now it's time to enter the castle for 
Pedros toughest test yet, the 

I Verminator! 
He has 
3,425 hit 
points and 
uses some 


S After beating the 
Verminator, Pedro's 
progress through the castle 
ppM ■?' is halted by a guy called 

Tinker Tinderbox. He takes 
you to meet the real Queen who explains that she 
has been replaced by an impostor and that she too 
is from Podunk. Pedro agrees to return to Ivor 
Tower to destroy the Impostor Queen. 


I QfTi Kintj ol t^ie 
I tr»l ya! 

Kinj) ot lhf‘ Dati! 


n very 

*} ({ powerful 

— > i» . r spells, which 

include Explosion and Plague that can kill 
instantly unless you keep using Heal spells. 
The best way to beat him is by using High 
Power spells. Call Bead attacks and Full 
Power Spear attacks. 


Tinker's chamber is to . 

mtld the east of the '*• 1 ^ i ' 

Queen's throne room. Tinker ^ .* 

lets Pedro take his Knight J"5^ ‘ a •, 

Basher Axe from a chest in ...... 

the bottom left of the room. Next to it on the 
table is the Explosion spell and by the bookshelf is 
the Slow-burn spell. Buy some ingredients and save 
your game. 


There is also a store and an Inn in the 
virtually deserted Ebon Keep town. 

The owner is Cecil, the hero from the Final 
Fantasy senes. Confirm that you have heard 
of his adventures and he'll give you the 
bazooka. Buy new armour from him and save 
your game. 


Once 
“ Pedro 
If n has reached 
the top of the 
I scaffolding he 

ih"~ - ] i i is confronted 
by Sterling the Dragon. Clear the area 
below Sterling of Gargons because 
he'll attack by picking up his 
opponents and dropping them down 
onto the platforms below amongst 
the viscous Gargons, then he'll cast 
magic spells to finish his treble 
whammy attack! 


' Find the smart ass 

called Naris, Ig 

he's in the room to the W 
wmrn * left of the Banquet ■■ 

aa • • • I chamber. If you guess how 

many marbles he has in his hand, he'll give you the 
Super Heal spell. If you fail try again later as this is a 
vitally important spell to possess. Tinker tells you to 
find his brother Gomi by going through the sewers 
(using the Knight Basher to destroy any obstacles) 
and then heading north. 


j^i.V ^ Sterling, 

Hi llf^' keep casting spells from 

WP , a distance. The Double 

^ Drain and Crush spells 
extremely effective 
against him. When 

Sterling starts taking too much of a beating, Gomi 
appears and apologises for Starlings' high spirits 
and heals Pedro and Scampy. 


^2 After a bit "' / ' 

Gomi gives 
Pedro the ‘ 

Lightning spell '' 

and then orders ' . ■ 

the miffed 

Sterling to give everyone a lift back to Ivor 
Castle. Pedro arrives back at the sewer cave 
entrance where Gomi saves your game. Go 
back inside the castle and enter the impostor 
Queen's chamber and then go through the 
door to the west. 


Pyj On entering the chamber, Pedro and Scampy are 
attacked by two puppets. Beat them a couple of 
• times (or they'll keep re- 

• appearing) and eventually 

; Mungola emerges. 

^ ‘ ' > * *’ Concentrate on killing the 

Mephista puppet as she'll 

crt..- ... .J.: keep healing Mungola. 

MM—i—II r ■III.. I Leave Old Nick alone other¬ 

wise Mephista re-appears. Full attack mode for Scampy and 
your most powerful magic will soon kill Mungola. 


With 

I nu «r,f 

Mungola 

p^ppq dead, the 

ImpOStOr 

Queen has one more trick up her 
sleeve. She'll lure Pedro under the 
balcony that she is standing on and 
then attempt to jump on him. 
Fortunately Pedro dodges out of the 
way and her royal heftiness does an 
enormous belly-flop and falls 
straight through the floor, rocking 
the building to its foundations! 


. pw Upon leaving 

jlSvSHSr" SiJ the castle, 

' Pedro discovers that 

everyone has gone 
PM * back to Ebon Keep, 

^ well nearly everyone. 

If Pedro goes to the Ivor Keep market, he 
discovers that he can spend his new found 
wealth on some ammunition for his lovely new 
bazooka. Now it's time to go to Ebon Keep 
again, this time go via the chessboard. 


pp Once the dust has settled, the King (who has been 
In a trance watching the puppet show all this 
time) thanks Pedro and rewards him with 10,000 gold 

pieces. Suddenly 
the whole building 
starts to shake. 
Queen Bloaters 
spectacular demise 
has left the castle 
unstable so it's time 
for the trio to split. 


1 ^^ When Pedro 
._ li^id arrives at 

pFg £\ I the castle, he 

should receive 
thanks from the real Queen in her 
chamber. Find Tinker on a balcony to 
the east of his room, he's landing a 
contraption called the Windwalker. 


I.itl! 7ok»- Ihi*. loi 
It 












Tinker explains to Pedro that he can 
send him into space, where he can land 


on Professor Ruffleburg's space station. He is 



short of three 
vital parts for 
his rocket: a 
gauge, a wheel 
and the 
Diamond eyes. 


Pedro agrees to get the parts and heads off 


to his first port of call, the Vipers Volcano. 



PW You can collect the missing components in 
any order you choose, but I have found this 
way the easiest. Go back to the top of Vipers 
volcano, the same 
way you did earlier in 
game (by standing 
" r on the geysers), but 
^ this time, instead of 

launched to the other side of the Volcano. 



Pedro 
lands 
next to this 
container 
which rather 
conveniently 
has the 
gauge in it. 


Receiued a Gau^i 


Now go into the cave and you will come out 


at the bottom of the Volcano again. Now 


return to the Windwalker and head off to 


After rr— I 

K Vj J Mt lU lim*. Voii hu.lc liK<r 

leaving 

Nobilia, Pedro ''' ^ 

and Scampy ^ 

should take the a* 

Windwalker to 
Fire Eyes' village. 

Fire Eyes tells Pedro that after the Volcano 
exploded a lot of the debris fell onto 
Bugmuck and that it would be a good place to 
look for the wheel. Fire Eyes reveals further 
clues about who the mystery villain might be. 


.. WTP forget 

liM to visit your 
^ old mate Strong 

PW Heart as he'll give 

. ii'ir” you a new spelI- 

the Miracle cure. Now buy all the Ingredients 
you can and save your game. In fact, the 
Windwalker offers you a great opportunity 
to travel around and buy all the goods and 
ingredients you can carry, this is also an 
ideal time to visit Blimp and your other 
alchemist buddies. 



Nobilia. Go to the palace where Pedro will 
find Horace, he'll give him the rather funky 
Barrier spell. 


a Pedro should now go to Bugmuck and 
re-visit where he first fought Thraxx. 

Thraxx's big sister Coleoptera is waiting for him 

and she is not happy! She has 
ten times more hit points 
I , than her little brother and 

^ her Acid Rain spell is deadly. 

Of course, by this stage, 

Pedro's also ten times more powerful than when 
he first met her little brother. 



Found a Uiheei 



Coleoptera should be tackled 
in exactly the same way as 


Thraxx, i.e. concentrate all your 


attacks on her heart and when she 


blows up, all that remains is a 
cocoon containing the wheel. Two 
down one to go! Leave the cave by 
the back door and head back to the 


Windwalker. 


S Pedro should now strap on his 
flying goggles and head for 
Crustacia. This is the landing area 
that you should be looking for. Upon 
landing Ped and his mutt should go 
west through Crustacia and to the 
west bank of the river. Visit the 


alchemist in the cave and equip the 
Levitate spell then save your game. 






a Go to Horace's old camp and walk south 
along the dried up river bed then round 
^ _ the pyramid and into 

: ' * A the cave. Kill the 

'•'L. Oglins inside and step 

"" onto the warp tile. On 

a "', (. arrival, Pedro finds 

I I** . "^1 himself facing three 

gates. To get the all important middle gate 
open, levitate the rock onto one of the pads 
then place Scampy on another and Pedro on 
the final one. 


ipn The trick to 
getting to that 
bonehead Tiny, in the 
middle room is simple 
- once you know 
how! Step onto the 
first warp tile and 
then when you M 
have warped, 
step back onto the same tile and eventually you'll 
end up in the same room as Tiny. Meanwhile be 
sure to collect all of the lovely goodies on the way. 


I^Pa As it turns out. Tiny is all mouth 
and no loincloth! He doesn't 
want to fight Pedro and hands over the 
Diamond Eyes with a whimper. Now 
use the warp tile in the centre of the 
room to make your exit. Return the 


Tiny tift-s and Tiny thr 


OLUS 

and Tiny speaks in the third 
■p%.son, but Tiny doesn't 


B Back at Ebon Keep, Pedro gives the final compo¬ 
nents to the obviously deranged Tinker 
Tinderbox, who then busies himself with finishing his 
new rocket. It appears that the key to getting Pedro 
and Scampy back to Podunk lies In the space station 
with Professor Ruffleburg. 


same way you came, then head back to 
Ebon Keep to see Tinker. 


^ Hi PEDRO. Do you haue 
the items that I need? 


S The almost trusting Pedro 
and Scampy get into 
Tinkers dodgy looking rocket 
and then it's all systems go. 
Pedro and Scampy are blasted ^ 
out of the land of Gothica and 
into the new world of ^ 

Metroplex! 

























Vo«s«! lUh.tt a t tele! 
linKei’s slelp ii>oi keel 
gt t*4)t! 




n 




Tinker's 
I rocket 
actually 
worked! Pedro 
and Scampy 
arrive safely 
on the Space 
Station in 

j Metroplex. But before they can leave the rocket, an 
overzealous cleaning droid knocks them down into 
the junk area. They climb from the rocket and 
Pedro is not in the least fazed to find that Scampy 
has now transformed into a robot dog with a 
toaster slot in his back! 




Walk north-east from the rocket 
and Pedro comes across a security 
droid. The droid explains that another 


1 «-im I8-pf, Omnitopla 
guat cl, Junkyar d sec;tot. 




secu¬ 
rity 
droid 
who was 
supposed to 
relieve him of 
his duties Is 
stuck in a cell 
upstairs and he can't leave his post to release him. 
Pedro agrees to help him and should set off to the 
north-west in search of a transporter. 




mam route, 
Pedro and 
Scampy 
come across 
swiping 

tentacles that come out from beneath 
the drains. Scampy should have no 
problems disposing of these because 
he now has a laser gun that fires from 
his tall, and it's hugely powerful when 
powered up. When you come to this 
transporter beam, walk into it to 
activate it. 







fi^Once Scampy 
■iiihas returned, 
switch control 
back to Pedro and 
go east to A2. In 
your path is one of 


these spinning gems, they pack quite a punch so attack them 
from a distance with magic and projectiles. Killing them will 
also earn Pedro 1,000 credits. When you are in A2, position 
Pedro on the trap door and then press B to activate it. 


^The 
room 
below A2 
is a 

heaven¬ 
sent store. 
Change 

your money, buy as many ingredients as you 
can carry - loads of bazooka shells, but don't 
buy any armour except Spot's Collar for 
Scampy. Pedro will be able to pick up all this 
armour for free very soon, so save your 
money for later. 


In the room south of the 
store is a futuristic inn. If you 
need to have a rest, then save 
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pausing the trap door in C2, the team come 
ifiilacross a large machine with a switch on ft. 
Flick the switch - the purpose of this is not 
immediately obvious. What it artuaily does is 
start the cooling system for the station's 
reactor core in the room next door, making it 
passable. From the machine, go back to tne 
beam and up to C2. 


Use Scampy to open up area 
li^CI, then walk west and use 
the trap door to gain access to 
the reactor room. Some of the 
energy bars should now be coo* 
enough to pass by unhu'h;. P c< 
your way soutr through the 
'safe' bars and then heao east. 


f^5pFrom 

iiiMAI 

you'll need 
to get to A2. 
To do this 
you are 
going to 
have to clear 


the path first. Switch control to Scampy and use 
the space door to get outside, (press B to make 
it open). Destroy the sphere like object that is 
above the door, this opens the door below. 

Now return Scampy by positioning him above 
the space door and pressing B. 


P^When you reach the detention cell area, 
iiliBwalk east until you get to a room with 
four switches. Flick 
the two on the left 
to an up position, 
this releases the 
trapped security 
droid. If you flip the 
other two switches, 
you'll release the 
occupants of the other cells. Unless you fancy 
a major ruck don't bother, they're well hard! 


The newly-freed security droid gratefully 
gives Pedro the Neutron Blade before 
rushing off to his post, now go east 
and walk into the transporter beam. 
This brings you out to area A1 in the 
main area of the space station. You can 
identify 
which area 
you are in 
by looking 
for the 
markings on 
the front of 


the room 
you are in. 


WPedro is now in area B2. Once again take control of 
■ Scampy and clear the path south to C2. You will 
notice that by now Scampy is in fact your best weapon, so 
it is best to leave him on his full attack mode. With the 
path clear, return Scampy to B2 and then switch to Pedro 
and go to C2. 


your game. Speak to the cleaning 
droids, not for any reason apart 
from the fact that they're funny! 
Once fully replenished and brim¬ 
ming with health, head west into 
the transporter beam. 




















































'|P?^Use the trapdoor in D3 and Pedro 
viiiHwiil find himself in the space 
station's control room. Put the store¬ 
room lighting on, now don't touch 

. - - IIIIIII. MIL 1 anything and 

' ^ make you exit 
the way you 
Once 

P. rnake your 

BaEsy &OiJgaa ttaa M^jJ trap door. 


the Protector 

Ring. With all of this equipment in Pedro's possession, 
give the fans and the other enemy droids the old 'did 
you spill my pint?' routine, then head to the beam 
and back up to D4 then head north to C4. 


P^Pedro and Scampy should 
(■■■arrive at this transporter aiiEB 
beam. Before transporting, open the pod 
on the right to find the mega powerful Old 
Reliable Helmet. From here Pedro finds 
himself In area D1. Using Scampy, open the 
doors in the usual fashion all the way to D3. 


iThe greenhouse Is populated with deadly killer 
'plants, similar to the ones found In Evermore's 

. jungle except infinitely more 

powerful. One blow from these 
and it's game over. With the 
lights switched off, they'll sleep 
posing no threat. Make for the 
" north and collect the 30 Cryo 

... . ....^ Projectiles and then use the 
* ^ " transport beam. 


^ In C4 then 

comes across 

a large room where a force field is activated, 
stopping Pedders from leaving. Eight 
Guardbot droids attack the boys. Using 
bazookas and Scampy's weaponry, they will 
soon be history. 


)P!5^With the Guardbots 
^^■defeated, the formerly closed 
entrance to the north opens enabling 
Pedro access to a pod with the 
Titanium Vest in it, and the transporter 
beam to B3. Before going west to B2 
and entering the greenhouse, you must 
go back to the control room and turn 
the Greenhouse Lighting off, (the 
middle switch). 


A S % > X X > y y 

If ii^e can help you stop 
this guy once ancj for all, 
can you help us get back 
to Podunk? 


XT-X’ S:-V X" y 

Noia?, euerything is out 
of Luhack, and Carltron is 


Vou’re Professor 
Ruffleberg, aren’t you? 


MHlong 
last Pedro 
meets 
Professor 
Ruffleburg, 
The good 
professor 
explains 
how he 


pwp^By remote control, the prof opens a 
lilaBnew entrance on the Chessboard 
that leads to the area where the energy 
core can be found. The Professor gives 
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had created the land of Evermore as a paradise for his 
friends and himself but his robotic butler had revolted 
and had taken over, forcing the professor to make evil 
clones of all his friends from Podunk. 


PfiyflPower up a transporter in the junk- 
iiiiyard and teleport Pedro into his hide 
out. The only way to do this is for Pedro 
and Scampy to go back to the Ebon Keep 
Chessboard and retrieve the energy core. 


Pedro the Call Up spell that enables him 
to create Call Beads. Create as many as 
you can straight away as the ingredients 
are scarce for this spell and it is not worth 
keeping it equipped. 



**at the same sites as the 
Windwalker where there are 
fire pits. The closest site to the 
Chessboard is on Tinker 
Tinderbox's balcony at Ebon - 
originally shown the 
Windwalker. Make this your 
first port of call. 


J^To return back to Evermore, the professor 
■enables Pedro to use the shuttle which is 
controlled in exactly the same way as the 
Windwalker. Before boarding the shuttle, look 
in the pod to the right, Pedro should find the 
Laser Lance in it. When powered up the Laser 
Lance is the most powerful weapon in the game. 



liGo and speak to Tinker. Buy lots of 
^and then look in the chest in the south of 
room, Pedro finds the Atom Smasher Axe and 
Nitro spell in the book on the table. 
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E Before you leave the area, 
travel a little further up the 
stairs to the landing where you'll 
meet an Alchemist. Providing you 
were wise enough to purchase the 
Oracle Bone charm earlier, he'll 


F^l must admit, I was expecting a major 
■•■battle before being allowed to collect the 
energy core, but no! Pedro and Scampy can just 
stroll down the stairs and pop the energy core 
in Pedder's bulging ruck sack totally unmo¬ 
lested. Now they can leave the same way. 


^ lilelcome, my fr iend. 

^’I don’t get many visitors 
^ doix'n her e. 


E Give the Bone buzzards a good hiding 
(use your new Nitro spell and watch 
them get roasted!) then go all the way to the 
middle of the maze and find this new 


entrance that the good professor so kindly 
opened for you earlier. 




Return 
to the 


shuttle. Now 


you have a 
choice, you 
can either 


go straight 
back to the 


space station 


or go anywhere you like in Evermore. Now think 


about it, by now you know where to get all the best 



The Energize alchemy is 
sur e to help you in your 
fight UL»ith Car Itr on. 


give you two spells, the Force 
Field spell, which protects you 
from the next blow and the Stop 
spell, that stops enemies attacks 
for a short time. 


E Save your game with Tinker 

before you leave Evermore, just 
in case It turns out that your crew 
aren't strong enough to win the final 
battle. This way you can always 
return to power your team up and 
try again. Upon your return, talk to 


the prof and he'll give you the most useful spell in the game, the Energize spell. 


stuff and if you wanted you could spend some time 



powering your weapons and spells up to the max, 
your call. 

E The Professor advises you that you 
must take the energy core to the 
computer . -• 

that powers | ^ 

the tele- 


It's 



From the Professor's lab, head all the 
way back to the area A1 then down to 



the deten¬ 
tion cell area 
and from 
there down 
to the junk¬ 
yard section. 
All the time 
you should 
be taking 


the opportunity to power up your weapons 


cheerfully sends you to your certain doom. 


and spells on any baddies you come across. 


Flere is the 
computer 
console you 
should be 
looking for, it is 
to be found in 
the south-west corner of the junkyard. 
Before entering into the final showdown, 
make sure you save your game here. 
Unless you are extremely well prepared, 
you are going to be using it real soon! 

When you have defeated the 
first two, another pair appear 






PpOnce all the fans and speakers have 
■•■been destroyed, they'll reveal a set of 
switches. Flick all the switches but before 
you flick the last one, heal both of your 
characters and cast barrier spells for both 
of them then an Energize spell. A huge 
video wall appears and then two Metal 
Raptors attack. Keep Pedro using the 
bazooka and Scampy fully energised. 


This is it! 

What Pedro 

’r j and Scampy are 

both about to 

4 basically six 

" " , M I boss sections back 

to back. Before dropping down the trap 
door, cast a Barrier spell for Scampy and 
Pedro to give them some protection then an 
Energize spell for Scampy. Flaving done this, 
it's clobbering time! __ 


(4,000 hit points each). Dispose of 
these as you did the first two. 
Between rounds, cleaning droids 
clear up. Don't kill these. If you do a 
Spider appears for each one you kill 
and these beasts have 6,000 hit 
points, so leave the droids alone and 
use this time for spell-casting. 


^?^The first encounter - 

■•■is with a wall of 

fans and a set of side- c 

pipes which fire out ^ ^ 

bombs at you. When 

the fans start up, both ^i■— . . 

of the Podunkers will be blown to the back 
of the room with the bombs. Only the 
bazooka and Scampy's tall laser is effective 
# ^gainst the fans. Keep plugging away and 
Barrier and heal spells as necessary. 
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P^Now it is your evil twins 
■^■who'll attack you, they've 
10,000 hit points each. Evil 
Pedro isn't too much of a 
problem as he attacks with a 
sword, limiting his range, so 


p^Metal la 

iifiiMagmar is the • • : : ‘ ' 

penultimate boss. ^ 

He looks and ^ 

attacks like the B:;. /*- ‘-I 

Megataur except ^ ^ 

he has a whopping 

25,000 hit points! g ^ 

Keep Scampy's ^ ^ 

attack energised .........r. 

and attack with the bazooka, saving your magic spells for 
the final boss. Keep topping up your health, never let it 
drop below 200 points. Remember to keep casting that 
Barrier spell. 


pjwNext up are three Eyes of Rimsala, each g 
iiMpacking a massive 6,000 hit points. P 
Once again it's the bazooka for Pedro and a ™ 
fully energised Scampy for the most effective 
results. Try to save your offensive magic spells for 
later but use the defensive ones with abandon. 
Keep Scampy alive at all costs, you won't have a 
prayer without him. 


^ ;■ ■ ■ p^Hereisthe 

liil final boss! 

■ - Carlton's Robot 

has 30,000 hit 
^ points, so you 

• f ' - '• 

have got to hit 
tSi ^ him with every- 

^ thing you've 

^ got. Hammer 

^ him with a 

constant barrage of your best spells, 
bazooka shots, fully energised Scampy 
attacks. Call Bead attacks, rotten tomatoes, 
everything! Keep your health above 300 
points at least to ensure survival. 


pick him off from a distance. 
Evil Scampy is too quick to pin 
down with the bazooka, so 
use your most powerful magic. 
Remember Heal, Barrier and 
Energise between battles. 


pi|^The Professor and Pedro suddenly realise 
■■that Carlton's demise is having a 
profound effect on the world of Evermore 
below them. Pedro and Scampy embark on a 


At last, Carlton's Robot explodes! Carlton 
himself appears. He's furious and just as 


he's about to start on Pedro, the Professor 


'virtual' visit to the surface, via one of the professors inventions. All of Evermore is being torn 


appears and disconnects Carlton's power supply apart by freak weather storms and earthquakes. 


saving the day. 



iiiiiJjOiliai 


PjwProfessor Ruffleburg concludes that It is 
ii™the presence of the outsiders from 
Podunk that is causing the destruction of the 

persuades "-f ® ^ 

on one last 

all the outsiders and get them to the tele¬ 
porter and back to Podunk. 


^■^First PJiWHorace Is less enthusiastic than Fire 

iiiiipedro lifilEyes about leaving and wants to stay 
goes back to to help his friends through the storm, but 
the jungle to Madronius reassures him that he'll look 

collect Fire after everyone when the storm is over. So 

Eyes. He finds with a few parting words to his good 

friend 
he joins 
the 

others in 
the pod. 


Elizabeth! Vou’ue got 
.tb'come u.»ith us! 


Leaue? UJe sf|Oultl.!^tay 
and help these? people. 


. . . . . . . . I village 

in the midst of a monsoon. He quickly explains 
the situation to her and she agrees to join them 
She appoints Strong Heart as the new leader of 
the tribe and bids them farewell. 


P"<i|WPedro's final stop Is Ebon Keep and 
SlMQueen Bluegarden. He warns of the 

danger . . ^ . 

and tells ^ [ j I ^ 

her that / 

they must || 

act quickly i f > • 

before it is [ ' | ; * 

too late. X- 

She bids a 

tearful 

goodbye 

to her No ti 

beloved 

King and ■!»— . ■■■■■■ . . . 

Tinker and then joins the rest of the party. 


^jj^wPedro and 

-s ~ idUscampyare 

r- L \ ^ the last ones to 

r 1^ p’ get to the tele- 

* t* ^5 ^ porter and get 

- _ inside it just in 

_ ■ * 

time. Pedro 

. ■■■■ . laods back in 

X - 

Podunk with a bump that 
knocks him out. When he 
wakes, he suddenly starts 
wondering if perhaps the 
whole thing had been a 
dream. As he walks past the 

. . Bijou cinema a new film is 

playing entitled The Secret Of Evermore. 


p*fgPedro thinks 
liMthat he has 
his answer. What 
he doesn't know is 
that back in the 
Ruffleburg 
mansion. Professor 
Ruffleburg, Horace 
Highwater, Elizabeth and Camelia Bluegarden, 
are all trying to come to terms with the fact th 
they are now back In Podunk, but 30 years in | 
future. They all wonder what became of . 
Evermore. Anyone for a sequel? ^ 


IbmK 
























* When he's not 

- asking 12 million a 

movie for his 
^ rubber-faced 

^ ‘ ^ antics, Jim Carrey's 

, nipping down the 

^ * £ shops to pick up 

the latest copy of 
'^OTAL! Indeed, the 
American funny 
man loves TOTAL! 

^ so much he buys 

^ V five copies a month 

A iv and has to have a 

brown paper bag 
^ bring them all 

1 ‘ ^ home in. 'Alrighty 

^ then', he told us 

after we asked him 

to sum up TOTAL!, 'somebody stop me!' 
The problem was, his agent stopped him 
and told us that we'd have to pay five 
grand for every word he said. So, our bill 
already totalled £25,000. We decided to 
terminate the interview there. Carrey told 
us we were, 'Loo-ooh-zers'. Thirty grand 
for a two minute interview. Not bad even 
by his standards. 


Dear TOTAL!, 

Just a few questions: 

1. Am I right in thinking that DKC3 will be 
coming out on the N64? 

2. You went through a spell of giving 
away lots of freebies with the mag. 
Will you be doing this again in the 
future? If so, how about another tips 
book? 

I 3. Why was it that none of you actually 
W looked anything like your caricatures? 

F Especially Tim. His hairstyle was a bit dodgy, 
wasn't it? 

Gareth Fuiiarton, Glasgow 


Dear tiob. 

How come you only reviewed four 
games in Issue 53? A couple of 
months ago you were reviewing ten 
or twelve. 

Russell Bryant, Stoke 


V W Dear Russell, 

f As ever with SNES games it tends to be a 

seasonal thing and there are always certain quiet 
periods. Straight after Christmas is by far the quietest of 
these and we just didn't have the games to review. Fear not, 
however, things are starting to pick up for Summer and will be posi¬ 
tively booming by Christmas. 

Rob 


Dear Rob, 

I am currently writing a Nintendo Fanzine and was wondering 
whether, if I sent it in, you could review it and perhaps give me a 
few tips on how I'd go about making it better. Perhaps, if there are 
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There is no word as to whether DKC3 will be 
released on the N64, but it would be a major 
surprise if it didn't appear. Nintendo will be 
keen to get all the old favourites up and 
running on the N64, with Mario already raring 
to go it should only be a matter of time 
before Donkey Kong follows suit. As for free:^ 
bies, we're always up for suggestions. If.^DU 


then disappointing them by delaying its [ 
release further. 

Don't get me wrong. I'm looking forwar d j 
to the release of the N64 as much as you 
are, but I think everyone should just calm ^ 
down a bit and enjoy the likes of ISSD and , 7 ^ 
DKC while they whilst they still can. Keep 
upthegoocLmiork. 


want to write in and let us know 
what you'd really like to be 
stuck on the front of TOTAL! 
then let us know. M 

As for the caricatures, I / ^ 

couldn't agree more. As ^ A 

you can see from the 

pictures I'm actually far ^ 

better looking than my , . 

cartoon and Tim looks different 
as well. Couldn't work out whether you 
meant Tim's hairstyle looks dodgy on the 
cartoon or in real life. I'll keep my thoughts on 
that to myself. 

Rob 


Dear TOTAL!, 

I totally agree with you that people should 
bide their time before selling off their SNES'. 
Too many people are getting far too excited 
about the Nintendo 64. It hasn't even been 
released yet and won't be until October but 
people are going on as if it's coming out 


^ I couldn't agree more. The 

undoubtedly be 
superb when it arrives, but 
I , there is no reason to sell 

f y^ur SNES yet and spend 

■ ' months In limbo waiting. 

^ ISSD and DKC have such superb 

* gameplay that they still blow 
away everything else on the 
Saturn and PlayStation so why ditch them for 
the sake of it? Stick with your SNES until the 
N64 is actually available and indeed I'd keep it 
well into the first year of the N64 so that you 
still have old favourites to rely on alongside 
the exciting new games slowly coming out. 


I'm a little confused. Now, admittedly, this 
Isn't unusual, but this time I think you might 
understand why. It regards the 'Dream Team' 




Dear TOTAL!, 


A And I thought the Virtual Boy was ' 
dead. According to your feature in '^'^5 




PlPppr Issue 53, it's very much alive J 
and on the brink of great things. O f 
The thing is though, how many 
people are going to buy a Virtual | 
Boy as an upgrade from a SNES? I ' ^ | 
would guess at none. Who wants to go * 
from 16-bit colour to a loads of red 
and black blocks? Not me, that's for 
certain. And surely, it was a bit 
naive of Nintendo to re-release 
the machine when, In a couple of 
months time, the Nintendo 64 is going 
to arrive? 

Peter Williamson, Stockport 


Dear Peter, 

The Virtual Boy is a strange one to call.^^ 


It is a machine very much in Its 
own right and its appeal is selec¬ 
tive. I don't think it is an 



tomorrow. I believe people should enjoy the 
SNES whilst it Is still alive and kicking. For all 
we know it could be dead by 
Christmas. 

And as for Nintendo them- 
;; J selves, I think Michael Cole hit 

: nail on the head last month 

when he said that people would 
^ start to get annoyed with 
Nintendo constantly putting their 
Next Gen console back. They seem to be 
spending an absolute packet on advertising It 
and working their audiences up into a lather, 


who are developing projects for the 
Nintendo 64. What is meant by a 'Dream 
Team'? Only those select few companies are 
allowed to bring projects to the Nintendo 64? 
If this is the case then surely there will be only 
a small selection of software for the machine. 
Put me out of my misery. Please. 

Daniel Marsh, Weston-Super-Mare 


■ alternative for any machine in 
— particular but is well worth 
owning in addition if you can afford 
one. There are certain effects that 
you can get on the Virtual Boy that are 
not achievable on any other machine. 
Having said that, the Virtual Boy 
would indeed be last on my list of 
Nintendo products. 

Rob 


Dear Daniel, 

The 'Dream Team' is a phrase that 
the media have given to the group of 
software companies Nintendo have 


other readers out there who are involved in the processes of making 
their own fanzines, you could devote a little section in your magazine 
each month to them. Just a thought. 

Paul Savage, Doncaster 


the war in the Middle East and raise the profile of Royalty once more, 

Rob 


Dear Rob, 

How can you say all those harsh things about Thicky winning Most 
Attractive Member of Staff in your TOTAL! Awards. Everyone knows 
he deserved it. He's so lush. 

Celine Smith (aged 12), Totnes 


Dear Paul, 

That's a smart idea Paul. I'd be happy to give my comments to you on 
your fanzine and if other people want to send theirs in maybe we 
could start a regular section. Get sending. 

Rob 


Dear Celine, 

We actually only pick on Andy because we're jealous of his good looks. 
Unfortunately - as Is so often the case, his beauty is inversely propor¬ 
tional to his brains. He's not a clever chap. 

Rob 


Dear Rob, 

Re: Famous TOTAL! Readers 

It must be nice to have those well known enemies, Damon from Blur 
and Liam from Oasis, united under the banner of TOTAL! 

Darren Hayw/eer, Sunderland 


Dear Darren, 

We feel that our achievements in uniting the warring Britpop factions 
is a great achievement. We next hope to create a united Ireland, end 


There we are then. A pair of pants for everyday of the week. Except Sunday, when 
Rob wears his reinforced boxer shorts. Vital for those post-Saturday night bowels. 

















provided with development tools to work on 
N64 games. It is very much an American 
phrase however and applies predominantly 
to companies outside of Japan, who are 
working closely with Nintendo on N64 titles. 
There are still likely to be a number of third 
parties working on titles in Japan that we 
"Won't know about until Nintendo release 
them. The idea of the 'Dream Team' is simply 
to ensure that original quality products are 
the ones to emerge first on the Nintendo 64 
and we give that a big thumbs up. 

Rob 


Dear 


More pearls of 
wisdom from the 
lady that keeps 
TOTAL! clean 
Hazel says: 
Nothing's been 
confirmed yet - so don't 
get yours hopes up too much ~ but 
I've got a sneaking suspicion we 
might see Kf2 on the SNES yet. It 
would seem the next logical step to 
me and would go a long way to 
reaffirming interest in the SNES. 
Anyone seen my Fairy Liquid? 






Debs 


/ weird Places 


This month the all new, 
answers any questions you mi 
absolutely any subject you choosesuidt is her 
prowess in the brain department. IrrfeKt; we're 
so sure that she can deal with anything you 
care to throw at her that if you do happen to 
catch her out - and believe us when we say 
you don't stand a Pegley's chance in a 
health food shop - we'll send you a prize 
for your troubles. So, Debs, over to you. 


Dear Debs, 

Who won the FA Cup Final in 1979 
and what was the score? 

Nathan Tomkinson, Grimsby 


and the film - a quite wonderful piece of 
drrema. I'll think you'll agree Simon - first 
appeared in 1941. Yawn. 

Dear Debs, 

In which country is Guayaquil? 

Harry Wainwright, Seiley 

Debs Says: 

Guayaquil is in Ecuador. Sorry but these are 
far too easy. 

Dear Debs, 

What is the name of my hamster and where 
do I live? 



a VE 

my 


No. s2 


Debs Says: 

Is that the best you can do? Shame 
on you Nathan. The two sides in the 
1979 Cup Final were Arsenal and 
Manchester United. The score was 
3-2 and the winning goal was scored 
by Alan Sunderland - he of the 
Scousers haircut - in the 89th 
minute. Would you like me to name 


Debs Says: 

No, you are not allowed questions like this. 
General knowledge questions, do you hear? 
Not what is the name of my hamster. Still, 
since you asked your hamster is called Goldie 
and you live in Coventry. 

Dear Debs, 

Do you know what the chemical symbol for 
gold is. I'm a little bit stuck on my chemistry 



fUl. It's basic Chemistry 
answer you're looking 


V. 


Name: Nice Guy Eddie 
From: Reservoir Dogs 
Shell suits might have gone out with 
Spandau Ballet but most people don't have 
the guts to tell Nice Guy Eddie for fear of 
having a gun stuck down their throat. So 
when he wrote in demanding that we show 
this picture of him playing his Game Boy, we 
listened. 'This is my highest ever score on 
Tetris. After that we went off and robbed a 
jeweller's store and a couple of people got 
shot. Oh well, accidents happen'. 



Bert Month 


‘■I?- 







Debs presides over your pathetic attempts to catch her out. Go 
on, have a go if you think you're hard enough. You won't catch 
her out, we absolutely guarantee it. However, in the unlikely 
event that the Goddess of Knowledge doesn't know what the hell 
you're rambling on about you'll win yourself a brand spanking new game 
for your Nintendo machine. So, write down a question, kiss it good luck and send it to 
'Dear Debs...', TOTAL!, Future Publishing, 30, Monmouth Street, Bath, Somerset (yes, that's 
right, we're all in Somerset now), BA1 2BW. Do it, DO it, DO IT! If you want to. 
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Johnny 

M^Guffte, I 

age 13 from 
Forres, 
Whereever 
that is! 

Great j 

Earthworm j 
Jim, 

although he 
looks a bitpale. 
A course of iroi 
tablets should j 
that right. 


H i kids, it’s that bloke with 
the toilet rolls stuck to his 
head here again, ready to 
rip into your pathetic scribbles. 
Here’s this month’s sad offering. 

Bomberman and Wario on the same 
illustration, GGRREEAAATTT! 

Thanks John Heijm from York, 


Mark Armitage, aged 11 from 
Berkshire says 7t to ok mo^tff 
Want a job on 
that you*d 


Great Mega Man Gearoid Malloy but, unfortu¬ 
nately for you, not good enough to win a prize. 
Oh w elLn ever mind. Once youVe as good as 
me pe^le ^Mill be chuckingprizes at you right, 
left ond centre. 


XV Debs'Tip 

]j Don't ever make tea in 
w the cup. Always brew it 
w in a teapot before you 

Vt pour. The processes involved 

\\ in teapot-based 

^ tea-making allow 

—4 the flavour to 

work its way 

\ \ y jJ thoroughly 
1 / jJ [f through the 

Jf ^ -^ water. Whereas, in 

mug-based teamaking, there 
isn't enough time for the teabag to 
release its flavour because it is 
dropped in, swirled around then 


Rob's Tip I 

If you've got a Jeep that releases more smoke in two seconds of ^ 
starting up than is produced in the entire series of London's 
Burning, then worry no more. Merely stick a banana up the exhaust 
pipe. At first it might not seem that healthy to the vehicle but it sure 
as hell benefits the environment. 

Christian's Tip 

When you want to take a day's holiday, always ring up the morning 
you want to take it and leave a message with one of your fellow 
employees. That way, when he/she tells the boss, he/she gets the 
blame whilst you relax at home with a vitamin-packed soft drink. 

Tim's Tip 

When shopping for flapjacks, always make sure they are moist. 
Consistency is of the utmost importance. You'll be able to tell if 
they're the right consistency by the amount of shine on them. If they 
shine, they're moist. If they're speckled and dented, they're what's 
known in the flapjack trade as 'bricks'. 


taken out. 






Right: Nice hair 
boy and hit two 
friendt, Ronnie 
and Reggie, get 
into the groove. 


Month 


night's sleep. The second, is if, as soon as he 
gets into the office, he keeps repeating the 
phrase: 'I'm feeling great this morning!' This 
means he's feeling dreadful and struggled to 
find a taxi rank the night before. And the 
third, is if he emerges looking like an extra 
from The Night Of The Living Dead. This 
means he tried to walk it and forgot where 
his house was. 

It was definitely a case of the latter on this 


Seigmund Freud. Not only did he start going 
on about comedy phrases that had made the 
transition into everyday life (?) and how 
uncomfortable brand-new Doc Martens can be 
(yawn) but he also managed to get everyone 
else fully Involved in the topics. Ollie from 
Super Play just couldn't help himself once he 
got going. 'Yeah, 1 know what you mean 
about comedy phrases', he said. 'It's like the 
it? I mean, these days people 


him. Or worse, even a present. 

What were the alternatives? 1. Pretend we 
hadn't realised? Feasible. He hadn't mentioned 
it for two hours. Certainly enough time for the 
information to misplace itself In our over¬ 
worked brains. 2. Tell him we thought it was 
next week? Again, a viable option. In the fast- 
paced world of videogames journalism, the 
weeks just seem to merge together in one, 
indistinguishable mess. 3. Tell him we did buy 
him a present but left it at our 
collective homes? Possible. But 
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...to TOTAL! you could probably buy yourself a car with the money you save. You save on 13 trips to the newsagents (that's £366 saved on shoes this year). No need for clothes (that's another 
£725). You aren't tempted by confectionery (another saving of £542 per annum). No need to warm op in front of the fire when you get in (heating bills of approximately £41 per year). A 
grand total of £2,042 saved by subscribing to TOTAL! for just one year. Taking into account infiation that's a savmg of approx mate!> £12,950 spread over the 52 issues of TOTAL? so far - coin¬ 
cidentally the price of a brand new Alfa Romeo 145. I bet you feel sick nov^ you know the facts, don't you? If only you'd she ?ed out the pa’tr^ sum of £27 (the ce of a replacement lockable 
petrol cap for the Romeo). Well now you know, do something about it. 





1. Fill in the simple cut-out form below. We recommend scissors for ease of 
paper severage. 

2. Enclose a cheque for £32.50 (nothing is it?) or let us have your Visa/Access 
details. Better still, let us have your Visa/Access card. 

3. Put the form and cheque in an envelope (you don't even need a stamp as it's 
FREEPOST) and send it to: TOTAL! Subscriptions, Future Publishing, FREEPOST, 
Somerton TA11 7BR. 

4. Your copy of TOTAL! will arrive wrapped in a silver bag accompanied by the 
latest newsletter from Rob. Can't say fairer than thagfdgd. See? 

Any probleiT's contact; rOTAL! Subscriptivus, ; ” -rr/BR. let. (012?S) 442244 


Missed a copy of TOTAL!? Bit stupid, wasn't it? Don't worry, we've got a few 
knocking about that you can have. Purchase if you will. They're a bargain at £3 
each, ridiculously cheap at 2 for £5 and embarrassingly Inexpensive at 3 for £7. 

TOT48: Earthworm Jim 2 exclusives and cover (not sure 


TOT1 - TOT29: SOLD OUT 
TOT30: - TOT43: Phone for availability 
TOT44: Confused Doom cover but a packed issue. 

TOT45: International Superstar Soccer Deluxe exclusive, 
shame about the cover. 

TOT46: Bright Red Doom and Killer Instinct cover. Stuffed 
with brilliant reviews. 

TOT47: Colourful cartoon capers with Yoshi, Hebereke 
and Bomberman. 


about that background now though). 

TOT49: Micro Machines 2 cover (classy but overly busy). 
TOT50: Brilliant Mario cover. And brilliant collectors 
issue. It'll be worth a fortune one day. 

TOT51; Best ever characters' cover. 

TOT52: Best cover yet, best issue ever. 

TOT53: Killer Instinct review. Toy Story tips. 

TOT54: Super Mario RPG review. Secret Of Evermore tips. 




■ Tick here if you don't want 
mail sent to you from other 
companies.! 


ih^ere dre irbii 

■ £32.50 (UK) 

■ £51.95 (Airmail) ^ 

■ £68.20 (Airmail) 

Show us your wad 

I Cheque (to Future Publishing 
Ltd); 

■ or Visa/Access 
Expiry Date 


Signed | 


Date 


Send this form (don't 
forget the cheque - if 
that's how you're paying) 
to: 

TOTAL! Subscriptions, 

Future Publishing Ltd, 

FREEPOST, 

Somerton TA11 7BR 
You don't need a stamp if 
posting in UK. 

EC customers registered for VAT, 
please quote your registration 
number. 


mo the fdTfdWifii 


superb issues of 
TOTAU 


£3 per back issue. Unless you 
buy any two for £5, or, even 
better, three for £7. 





(put in code number of the 
issue or issues you want) 

■ Please send me _ TOTAL! 
binder(s) at a chippy cheap 
£5.9S each. 


PostccKie. 


Back Issues, 

Future Publishing Ltd, 
Somerton TA11 7BR 











































Killer Instinct 

All credit to the boy Tim Cope of 
Stockport. He's worked his arse off on a 
Killer Instinct players' guide for the excel¬ 
lent Game Boy conversion and all 
he wanted in return was his 
name in print. Well, we're 
quite happy to oblige: TIM / 

COPE. There we go. And 
now on with the guide. 

Key: T- Towards, A - Away, D 

- Down, U - Up, P - Punch, K 

- Kick, D&T - Diagonally down 
towards opponent, D&A - 

Diagonally down away from 
opponent. 

Jago 

Endokuken: D, D&T, T, P 
Tiger Fury: T, D, D&T, T, P 
Wind Kick: D&T, D, D&A, K 
Laser Blade: D&T, D, D&A, P 
Combo Opener: Wind Kick, K 
Combo Breaker: Tiger Fury 
Ultra Combo: Wind Kick, K, Wind 

Samurai Fatality: A, A, T, T&P 
Humiliation: J, D&T, D, D&A, 

Shockwave: D, D&T, T, P 
Ice Lance: D&T, D, D&A, P 
Cold Shoulder: Hold A for 2 secs then 
T&P 

Liquidize: D, D&T, T, hold Kick (in front) 
OR D, D&T, T, tap Kick (behind) 

Combo Opener: Cold shoulder, K 
Combo Breaker: Ice Lance 
Ultra Combo: Cold shoulder, K, 

Cold shoulder 

Freeze Fatality: A, D&A, D, ^ 

Humiliation: T, T, A, K 
Orchid 

Lasaken: D, D&T, T, P 
Ichi (NhSan): D&T, D, D&A, tap P 
Niguu Giri: D&T, D, D&A, hold P AjM 
Flik-Flak: hold A for 2 secs, T&K Ky 
Fire Cat: hold A for 2 secs, T&P 
Combo opener: Fire Cat, K 
Combo breaker: Flik-Flak 
Ultra Combo: Fi recat, K, Fi recat 
Frog Fatality: D, D&T, T, A, D&A, D, D&T, 
T, K 

Humiliation: T, D&T, D, D&A, A, P 

Sabrewulf 

Sabrecut: hold A for 2 secs, T&P 

Sabrepounce: hold A for 2 secs, T&K 

Sabrespin: T, A, P 

Sabreroll:, T, A, K 

Firebat: D, D&A, A, P 

Howl:, D&T, D, D&A, K 

Combo opener: Sabreroll, 

Punch 

) Combo breaker: Sabrecut 
Ultra Combo: Sabreroll, P, 

Sabreroll 

Claw Fatality: A, A, A, K 
Humiliation: T, T, T, P JDH 


After being recently overshadowed by its 
Cindy Crawford-like sequel, DKC seems to 
be going through a bit of a renaissance. 
Not only did the entire population of 
Liverpool send in cheats for it this month 
but also Tom Dickinson of the near-to- 
Liverpool town of Chester. 

He seems to think that by 
going to the Saved game 
option and selecting 
Erase game you'll be 
half way along the 

road to 50 lives. /fk:.-, 

Now all you have to H||^ 

do is press B, A, 

RIGHT, RIGHT, A, I WB 

LEFT (BARREL) and 

when you start the 

game you'll be able 

to use up more lives 


You may remember the cheat from Steve 
'Stonking' Swede a couple of months ago 
. for DKC2. He told us that if you get 
yourself to the one-two-player 
\ screen and move the cursor to the 
\ two player option, you can access a 
L \ Music Test option by pressing 
P I DOWN five times. Well, he's 

I written back with some more of 
J the same. 

/ Apparently, once you've done 
y this you can press DOWN a further 
y five times and a Cheat Mode option 
appears. Now if you enter Y, A, 

SELECT, A, DOWN, LEFT, A — 

and DOWN, once you 

start the game you'll ^ 

have 50 lives to play / 

with. You will / *■ 

know if you've j 

done this correctly | 

as a Monkey noise I * ^ ^ 

will sound. \ .^L 



















Remember: You must still be on your 
first energy bar to pull off a Humiliation 
and you can only do an Ultra Combo 
when your opponent's second energy bar 
Is flashing. 

Tim, being the top bloke that he is, has 
also managed to find a couple of nifty 
cheats. On the Versus Screen, hold these 
different combinations of buttons to fight 
with different backgrounds: 

Up and Punch = Sabrewulfs Stage 
Down and Punch = Jago's Stage 
Up and Kick = Glacius' Stage 
Down and Kick = Orchid's Stage 
Up and Start = Spinal's Stage 
Down and Start = Fulgore's Stage 
Up and Select = Chief Thunder's Stage 
Down and Select = Combo's Stage 

And if all that wasn't enough, you may 
remember that Alan Reekie admitted he 
didn't know how to pull off Eyedol's 
special moves a couple of issues ago. Well, 
fret no more Alan because Tim has 
worked them out for you. 


A, X, SELECT 

For Teleport Bomb: X, X, 

X, X, B, B, B, B 

For A Continue: A, 

SELECT, A, B, X, Y, X, Y 

To Skip to Level 3: A, B, X, 

L, R, L, A, B 

To Skip to Level 7: A, X, L, R, X, L, R, L 
To Skip Levels: SELECT, B, X, A, A, X, B, 
SELECT 

Bundles of thanks must go out to 
David Leworth of Aston and Kevin 
Connolly of sunny Tunbridge Wells. Your 
hard work is much appreciated. 


Boneshaker: T, T, P 

S ^^ulsword: hold A for 2 secs, T&P 
ikeleport: D, D, P (in front) OR 
D, D, K (behind) 

Power Devour: hold A&K to 
absorb an opponents special 
move (a star should appear 
next to your energy bar) 
Searing Skull: after absorbing 
I special move, D, D&T, T, P 
:>nding Kick: D&A, D, D&T, K 


Club Swing: A, T, P 

Head Charge: A, T, K 

Fireball: D, D&T, T, P 

Footstomp: hold A&P. Do the Fireball or 

Head Charge during this and it will Super 

Charge the special moves. 

Combo Opener: Head Charge 
Combo Breaker: Club Swing 
Truly smashing stuff, Tim. Our 
hearty thanks go out to you. 


Combo Opener: Boneshaker, K 
Combo Breaker: Boneshaker 
Ultra Combo: Boneshaker, Kick, Searing 
Skull 

Melt Away Fatality: A, A, A, K 
Humiliation: T, D&T, D, D&A, A, K 

77 Combo 

Powerline: hold A for 2 secs, T&P (hold 
Punch) 

Rollercoaster: hold A for 2 secs, T&P (tap 
Punch) 

Run-Stop: D&P (during run) 

Knee K.O.: hold A for 2 secs, T&K 
Turn Punch: T, A, P 
Cyclone: hold P for 3 secs, release, P 
Combo Opener: Rollercoaster, K 
Combo Breaker: Knee K.O. 

Ultra Combo: Rollercoaster, K, turn P 
Neck-breaker Fatality: A, A, T, T&P 
Humiliation: D, D&T, T, A, D&A, D, D&T, 
T, P 

Chief Thunder 
Triplax: hold A for 2 secs, T&P 
Sammamish: T, T&D, D, D&B, B, P 
Phoenix: D, D&T, T, K 

Tomahawk: D, D&B, B, P (in air) 
Combo Opener; Triplax, K 
jBjL Combo Breaker: Sammamish 

Ultra Combo: Triplax, K, Triplax 
Axe Fatality: hold A for 2 secs. A, 
1^ D&A, D, D&T, T, P 

Humiliation: D, D&T, T, A, D&A, D, 
D&T, T, K 


Now, if you're local arcade is anything like 
V ours then you'll have 

•• already found out how 
\ popular KI2 is. If it isn't 

V the queues then it's the 

fact that the grumpy 
behind the 

counter has run out of 
^ 10p coins because 
^ everyone just has to 
\ have a go. 


tJT ^ when > 

you get X 
your / 

.tp chance I 

^ you want to I 

grasp it. You want to \ 

make the most out of \ 
your opportunity. But, ^ 
most of all, you want to 
impress your friends. And 
what better way than by 
memorizing these top grade 
moves that we've got hold of. 


We've had absolutely loads of EJ2 cheats 
this month, so if you're struggling on this, 
frankly, easy-ish platformer, this should 
just about solve your problems. Just pause 
the game at any time and enter these 
codes. 

For Full Energy: X, SELECT, X, B, X, 
SELECT, X, A 

For Plasma Gun: X, X, X, 

X, A, A, A, SELECT 

j ' For Bubble Gun: X, 

^ X, X, X, A, B, A, 

^ SELECT 

^ TScT For Money \Norms 
' ^ ^ ^ (once): A, A, B, A, A, 

^ J Y, B, Y 

^ Leve/ 2b, Puppy 2: 

" ^ DOWN, RIGHT, A, B, X, LEFT, 

RIGHT, A 

^ For Level 5a, Carnival: \JP, 

^ DOWN, X, A, B, Y, LEFT, RIGHT 
r I For Level 9: A, B, X, LEFT, LEFT, 

I RIGHT, LEFT, RIGHT 

i For One Ups: LEFT, SELECT, RIGHT, 
SELECT, LEFT, SELECT, RIGHT, SELECT 
^ For Ammo: SELECT, X, X, X, X, X, 
% X, SELECT 

For 3-shot Gun: X, X, X, X, A, 


Key 

1C = Kick 
P= Punch 
QP= Quick Punch 
(Button 1) 

QIC = Quick Kick 
(Button 4) 

/17P= Medium Punch 
(Button 2) 

/WIC= Medium Kick 
(Button 5) 

FP= Fierce Punch 
(Button 3) 

PIC = Fierce Kick 
(Button 6) 

R = Right on D-Pad 
R/D = Diagonally on 
the D-Pad, between 
RIGHT and DOWN 
D = Down on the 
D-Pad 

LID = Diagonally on 
the D-Pad, between 
DOWN and LEFT 


Laser Storm: D, D&T, T, P 

Double Laser Storm: A, A, D, D&T, T, P 

Triple Laser Storm: T, A, A, D, 

D&T, T, P 

Plasmaslice: T, D, D&T, P 
Plasmaport: A, D, D&A, P 
(In front) OR A, D, D&A 

Reflect: D, D&A, A, P V ^ 

Cyberdash: hold A for 2 

Eyelaser: D&T, D, D&A, K 
Combo Opener: Cyberdash, K 
Combo Breaker: Plasmaslice 
Ultra Combo: Cyberdash, K, 

Plasmaslice 

Gun Fatality: hold A for 2 
secs then A, D&A, D, D&T, 

Humiliation: A, D&A, D, 

















Sabrepounce - L, R, FP 
Sabrespin - L, R, MP 
Triple Fire~Claw - R, R/D, D, LYD, L, R, 
FP 


Tornado Kick - R/D, D, x r t 1 

L/D, K / f J 

Air Flame - D, R/D, R, / f . > - 1 

MPorFP I .1.: ^ 

Air Flame Down - D, \ V ' ^ 

R/D, R, P V ^ ^ 

Combo Breaker 

' ' : “ D, R/D, R, P or K 

Finishers 

■ ^ D, LVD, L, QK 

^ ; / / D, R/D, R, QK 

R, L, L/D, D, R/D, R, MK 
L, L/D, L, R/D, R, L, QK 

Jago 

Endouken - D, R/D, R, P 
FakeEndouken - D, R/D, R, FP 
Fireball Spray - R, R/D, D, L/D, QP 
Multi-Slide Kick - L, L/D, D, R/D, R, L, FK 
Multi-Wind Kick - R, R/D, D, L/D, L, R, MK 
Laser Blade - L/D, D, R/D, FP 
Ninja Slide - L/D, D, R/D, K 
Red Endouken - 
hold FP, L, L/D, D, 

R/D, R, release FP 
Rush 

Roundhouse - R, ^ 

FK k .LI 

Throw-R,?? 

Uppercut - D, d i 

L/D, L, L/D, D, R V/y i I 

R/D, R, FP U ' fjm, 

Windkick - H iyy 

R/D, D, L/D, K M 

Tiger Fury - k ^ 

R, D, R/D, P ^ \ i 


L = Left on the /> 

D-Pad 

LIU = Diagonally on fe’’ 
the D-Pad, between I 
LEFT and UP \ 

1/= Up on the D-Pad \ 
R/t/ = Diagonally on ^ 
the D-Pad, between UP 
and RIGHT 
TJ Co mbo 

Roller Coaster - L, R, FP 


AUK* 

Ui/K 

T\)OOLl 


oq . .hmnu 


Combo Breaker - L, R, F or P v" 

Finishers f 

R, L, QK / > 

L, R, QK ( 

_ hold QP for 3 seconds, I ♦" 
release QP V* \ 

m mw' 

W 

^ Beat Down - L, L/D, D, R/D, R, 
L, MP 

Cold Shoulder - D, R/D, R, MP 
Energy Gain - D, R/D, R, hold QK 
Ice Lance - D, L/D, R, FP 
Ice Uppercut - D, R/D, R, MK or FK 
Icy Crip - D, R/D, R, QP 
Liquidize - D, R/D, FK 
Super Fireball - R, R/D, D, L/D, R, L, FP 
Combo Breaker - D, R/D, R, P or K 
Finishers 
R, R/D, D, L/D, L, QK 
L/D, D, R/D, R, QK 
L, R, R/D, D, L/D, L, QK 
D, L/D, L, R, MK 


Fake Dizzy - D, R/D, R, QK _^ 

Skull Crusher - L, R, FK 

Powerline - L, R, FP A 

TJ Tremor - L, R, MK I 'M 

Triple Rollercoaster - L, I * , 

L/D, D, R/D, R, MP V ’ 

Combo Breaker - L, R, P or K 

Finishers 

L, R, FK 

R, L, FP 

Tusk 

Skull Splitter - L/D, D, R/D, K 
Back Stab - R, R/D, D, L/D, L, QP 
Boot Kick - R/D, D, L/D, K 
The Conqueror - R, D, R/D, P 
Web of Death - R/D, D, L/D, FP 
Combo Breaker - R, D, R/D, P or K 
Destroyer - D, L/D, L, L/D, D, R/D, R, FP 


Flip Flop - R, R/D, D, L/D, L, R, MK 
Cobra Bite - L, R, P 
Flip Kick - L, R, MK 
Jungle Lear - L, R, FK 
^ Jungle Strike - R/D, D, L/D, FP 
if Mantis - L, R, FP 

Savage Blades - L, R, MP 
^ Slice W Dice - R, R/D, D, L/D, L, R, FI 
Tree Cutter - R, R/D, D, R, R/D, D, 

L/D, L, R, FP y 

Combo Breaker - L, R, P or K A 
Finishers f 

R, L, FP I 

R, L, FK I 

R/D, D, L/D, L, R, QK I 

L, L/D, D, R/D, R, L, QP \ 


Combo Breaker - ' 

R, D, R/D, P or K 

Finishers 

L, L/D, D, R/D, R, ^ 

QK 

R, R/D, D, QK . 

R, D, R/D, FK 

R, R/D, D, L/D, L, R, ^ 
MP 

Sabrewulf 
Fake Howl - L, R, QK 
Loopy - R, R/D, D, L/D, L, 
R, FK 

Ground Spark - R, R/D, 


Fulgore 


Chest Sparks - R, R/D, D, L/D, L, 

R, QK 

Cyber Dash - L, L/D, D, R/D, R, K 

Eye Laser -R/D, D, L/D, MP or MK 

Fireballs - L/D, D, R/D, QK or D, R/D, R, QP 

Invisibility - R/D, D, L/D, FK 

Laser Storm - D, R/D, R, P 

Plasma Shield - R, D, R/D, P 

Plasma Slice - R, D, R/D, P 

Super Charge - R/D, D, L/D, MK 

Teleport - D, L/D, L, K 

Twist Uppercut - D, L/D, L, L/D, D, R/D, R, 

FP 

Combo Breaker - R, D, R/D, P or K 

Finishers 

R, D, R/D, QP 

R, D, R/D, QK 

R, L, L/D, D, R/D, R, MK 

L, L/D, D, R/D, R, L, MP ^ 

Spinal 'X 

Dart Kick - D, FK / # J 

Flame Blade - D, R/D, R, / A 

FP [ 

Grim Reaper - D, L/D, L, I 
L/D, D, R/D, R, FP \ ^ 


t , R/D, R, MP 

V ^ R, R/D, D, 
yo, L, MP 

^ R, D, R/D, 

MK 

L, L/D, D, R, L, L/D, D, 

> R/D, R, MP 

I Kim Wu 
I Split Kick - L/D, 
^ D, R/D, K 
^ Fireflower - D, 
R/D, R, QP 
' Firecracker - 
, R/D, D, L/D, 

^ V MPorFP 



Finishers 

D, L/D, L, FP f 

Sabreflip - L, R, FK 1 



L, L/D, D, 

Sabrehowl - L, R, QK \ 

J 









iiHi 


Power Devour - L, P 

Shield Catch - L, QP 

Skele Skewer - R/D, D, L/D, K 

Skeleport - D, UD, L, K 

Skull Replenisher - D, 1_/D, L, MP or FP 

Skull Scrape - UD. D. R/D, FK 

Soul Drain - D, R/D, R, P 

Combo Breaker - D, R/D, R, P or K 

D, R/D, R, FP 

R, R/D, D, L/D, L, FP 

D, L/D, D, R/D, R, L, L/D, D, R/D, R, QP 

Orchid 

Air Buster - R, D, R/D, K 

Baton Dash - D, L/D, L, MP 

Flik Flak - R/D, D, L/D, K 

Helicopter Kick - D, L/D, L, L/D, D, R/D, R, 

FK 

San - R/D, D, L/D, FP 

Tiger Charge - R, R/D, D, L/D, L, R, MK 

Tona Fire - D, R/D, R, P 

Tonfa Rush - L, UR. D, R/D, R, FP 

Combo Breaker - R, D, R/D 

Finishers 

R, R/D, D, L/D, L, QK 

L/D, D, R/D, R, QK 

L, R, R/D, D, L/D, L, QK 

D, L/D, L, R, MK 


Sup^ Punch 


codes. 


7E089C1B- 

Super Punch 

7E089F50- 

Infinite y 
Energy f 

7E0B2D05 p 


Boxing, eh? One day it's about as 
popular as Chris' American impression 
and then the next 
it's a multi-million 
pound industry. I 
mean, what would 
w we do without Prince 
Naseem? Well, for 
St a rt e rs we wo u I d n' t 
have to put up with 
him releasing 
completely rubbish 
songs. Oh well. At 
boxing has 
brought us Super 
Punch Out!! - a 

L not-at-all-bad sim 

^ b^sed on the aforemen- 

M/g ■ ' tioned sport. And if you 

bought it then you'll love us 
for these Action Replay 


Probotector 


No sooner had we reviewed it 
than some young beggar from 
Farnborough wrote in with 
some level codes, promising us 
that, 'more will follow'. Well, 
whatever. I just hope that next 
time you remember to include 
your name you playful y oung 
tyke. 

2277 / 

5163 { 

6122 Wr * ^ 

7837 

4423 

Thanks, Mystery Man. ^ 


Alfred Chicken 


Alien 3...... 

Bart Vs The Space Mutants 
Batman ... 


Battle Of Olympus. 
Battle Of Olympus 
Cannon Fodder. 


Castlevania II 


Smash Tennis . 

Solstice... 

Star Wing. 

Street Fighter II Turbo 


Cybernator. 

Defender Of The Crown 

Digger T Rock. 

Dizzy......... 

Donkey Kong Country . 
Donkey Kong Country 2 

Doom .... 

Dragon’s Lair . 

Dr Franken. 


Stunt Race FX . 

Super Mario Bros .. 

Super Mario Bros.. 

Super Mario Bros 3... 

Super Mario:The Lost Levels 

Super Mario Land . 

Super Mario Land 2 .. 

Super Mario World .. 

Super Metroid .... 

Super Smash TV .. 

Super Probotector .. 

Super Punch Out!! .. 

Super Star Wars ... 

Super Street Fighter II . 

Super Turrican . 

Syndicate.... 

Theme Park . 

Unirally... 


Earthworm Jim 


Earthworm Jim 2 


Faxanadu 


Flashback . 

Fortified Zone ....... 

Gargoyle’s Quest.... 

Hebereke’s Popoon, 


International Cricket 


Judge Dredd 


Jungle Strike. 


Maniac Mansion 


Mickey Mania, 


.40-41 


Mortal Kombat 


Yoshi’s Island. 


Mystic Quest 


Probotector ........ 

. -NES...... 

.16 

Probotector II .... 

. NES. 

.20 

Putty Squad . 

.SNES.... 

.42.43 

Rescue Of Princes Blobette.. 

. GB. 


Robocop...... .... 

..NES .... 

.3 

R-Type ....... 

. gb ..... 

54-55 

Secret Of Evermore . 

. SNES .... 

. 4 

Shadowgate.. ..... 

. NES .... 

..4 

Skyblazer ... 




























































































































































±.ike a bouncer for your 
console, TOTAL! Recall 
is frienrlly but firm, 
with a strict policy for 
who it allows into your 
GB. Before they C3n 
diance the night away 
in your machine they 
have to make us 
happy. And as they say 
in the trade ‘if they’re 
not on the list, then 
they’re not coming in’. 
And no jeans, either. 



4-in-1-FUNPAK (88%) iss 43 

In theory this is a dull cart but after 
paying each game and considering 
the price this is a must buy. Go 
forth and multiplay. 

4-in-1-FUNPAK VOL2 (73%) 

Iss 43 

Not bad entertainment and great 
value for money but not the most 
exciting cart in the world. Just a bit 
of a yawn really. 

ADDAMS FAMILY (52%) Iss 7 
A tough challenge, but it's all a bit 
plain. More pukey than ooky. 
ADDAMS FAMILY: PUGSLEY'S 
SCAVENGER HUNT (78%) Iss 19 
Unoriginal platform formula, but 
It's big, tough, and addictive. 
ADVENTURE ISLAND (56%) Iss 
9 Loads of levels and smooth, clear 
graphics. Lame gameplay, though. 
ADVENTURE ISLAND 2 (40%) Iss 
19 Dull, samey and overly-easy plat¬ 
former. You’ll finish it in a few days. 
ALADDIN (88%) Iss 35 
A beautiful and exciting platformer 
marred only by abundant 
tontinues. Definitely worth serious 
consideration though. 

ALFRED CHICKEN (85%) Iss 17 
A classic-lookirrg yet original game, 
with fab graphics and design. 

ALIEN OLYMPICS (73%) Iss 34 
As good a version of Track'n'Field 
as I can imagine on the Game Boy, 
with all the events, a two-player 
game and, of course, some aliens. A 
lot of button-bashing, but not 
much real sweating. 

ALIEN3 (83%) Iss 17 
Big, eerie and rock 'ard arcade 
adventure. And much better than 
the movie. 

ALIEN VS PREDATOR (79%) Iss 

25 A pleasant surprise after all the 
hassle with the Super NES version. 

THE AMAZING SPIDER-MAN 

(68%) Iss 3 

Moderately fun beat-'em-up. The 
licence doesn't help. 

ANIMANIACS (82%) Iss 42 
Good stuff, but what could have 
been the best Game Boy platformer 
in years is let down by its size. 
ASTERIX (74%) Iss 20 
A tough but bland platformer, 
which is ruined by the awkward 
controls. 

ASTEROIDS (55%) Iss 5 

The simple, but compulsive blaster of 
old just isn’t the same on the 
handheld. 

ASTEROIDS & MISSILE 
COMMAND (66%) Issue 50 

V'l.- .oulJ ii.no boon lO.'.IK n.v>ci 



BALLOON KID (76%) Iss 3 

A cutesy, little adventure with excel- 
ent Ivjrard-ciodging tun. 

BARBIE (45%) Iss 21 

Pukev plot, ovei ->ensitive collision 

cfetevtion and dull gameplav Yu\.k 


BATMAN ^80°o) Iss 1 

•\ tnck\ httie platan m shoot cm-up 
Small oiap’''vs nut speedy action, 

BATMAN: THE ANIMATED 
SERIES (89<'o) Iss 24 Supe.'^b 
otan'' vs sov.'-ivi and gamepiay. 
BATMAN: RETURN OF JOKER 

(86“o) Iss 10 Great graphics and 
hve tough levels. Plentv o^ scope. 


BATTLETOADS DOUBLE 
DRAGON (59%) Iss 33 

0 but sadly rather bland. Bette- 
tnan double Di’aoon but not as 
v'.v'v'd as SaWehMiis if nothing eise 
IT'S .1 t easonably playable cart at a 
gocio pT vC 
BATTLETOADS IN 
RAGNAROK'S WORLD (88°o) Iss 
24 A e'en!’ wo»tny suCv.cssor to the 
r u st game 


Colour Coding 

Recommended games 
■ New entries 




BC KID2 (70%) Iss 38 

Playai'ie and well put tooetner, Pv,i 
not cii"crent enough to say OThe' 
oame Bov piat'orme's mte‘Cst-‘'o 
i\,t not that interestmvt 


TOTAL! ISSUE 55 JULY 96 



BEST OF THE BEST (3S%) Iss 

18 An uncontrollable karate game 
which doesn't have enough moves. 


BLADES OF STEEL (60%) Iss 6 

Disappointing version of a great 
game. Not really suitable for the 
Game Boy. 

BLUES BROTHERS (74%) Iss 10 

A tough platformer with slow 
graphics and big and varied levels. 
BLUES BROTHERS 2 (61%) Iss 
27 Bad brothers more like. Sloppy 
level design and highly frustrating, 
gameplay. 

BO JACKSON (76%) Iss 22 

Decent baseball and US footy sims. 
Good value. 

BOMB JACK (84%) Iss 12 

This may not be sophisticated 
enough for some tastes, but it's still 
great fun. 

BOULDER DASH (89%) Iss 3 

Superb graphics and lots of tough 
screens keep this one interesting. 
BOXXLE (69%) Iss 9 
Looks easy, but the 108 puzzling 
levels just get harder and harder. 
BOXXLE 2 (72%) Iss 10 
Simple but engrossing. You won't 
find a more refined puzzlerthan 
this one . 

BRAIN BENDER (77%) Iss 11 

A fun and fiendish puzzler with a 
challenge that will last for ever. 
BUBBLE BOBBLE (68%) Iss 6 
Terrifically addictive platform 
action. Passwords make it too easy, 
though. 

BUBBLE GHOST (22%) Iss 8 

Blowing a bubble around a house 
could've been fun. Sadly, it isn't. 
BUGS BUNNY (43%) Iss 1 
This game has 80 levels, but sadly 
they’re all much the same. 

BUGS BUNNY RABBIT 
RAMPAGE (75%) Iss 30 
A good one for the younger games- 
player. It's fun, sounds great and is 
easily picked up. 

BURAI FIGHTER (84%) Iss 4 
A long-lasting, beautifully struc¬ 
tured eight-way scrolling, 
shoot-'em-up. 

BURGER TIME DELUXE (71%) 

Iss 8 A bit simplistic for some, but 
this is still an addictive, if rather odd, 
platformer. 

CASTELIAN (75%) Iss 8 

Simple, frustrating and addictive. 
Could annoy rather than enthrall. 
CASTLE QUEST (68%) Iss 26 
It's a bit like chess, except there’re 
loads of bizarre pieces and funny 
moves. 

CASTLEVANIA (89%) Iss 1 

Lovelv animation and detailed back 
drops make this a real treat. 


CAESAR'S PALACE ( 6000 ) Iss 6 

None of the five gambling games 
here require enough skill. 

CENTIPEDE (68%) Iss 5 

Basic, but tough and addictive Fun 
to zap away at now and again. 

CENTIPEDE & MILLIPEDE 

(52<»o) Issue 50 


CHASE HQ (50%) Iss 20 

Dated and uneventful racer with a 
vops-and-robbers flavour. 
CHOPLIFTER II (80%) Iss 6 
Graphics are unimpressive, but it s 
.m involved game with lots o' 
challenge. 


CHUCK ROCK (50%) Iss 26 

Kiiflv tedious platformer w»>e»e you 
play a tat Neanaerthal. 
CLIFFHANGER (38°o) Iss 25 
Highly dfsapoointing and very 
dodgy platform beat- ern-up. 

COOL WORLD (39%) Iss 19 
Like the nwvie before t this bizarre 
piatforTTs-puzzier is destinea to hop. 


DARKWING DUCK (76%) Iss 18 

\...e-!cc"ring ano tair’y varied, but 
f'e leve-s are too tew and too eas-c. 


DAYS OF THUNDER (73%) Iss 4 

Smooth(ish) vector graphics, but 
sadly it ain't that fast. This is for 
racing fans only. 

DEFENDER & JOUST (74%) 
Issue 50 

Another couple of great old titles 
cc'iuvi t well onto the hand-held 
and the diffeting games compli¬ 
ment each other well. 


DOUBLE DRAGON 2 (77%) Iss 4 

A bit unoriginal, but this is slick 
enough to keep fans amused. 
DRACULA (80%) Iss 22 
A big and challenging game, but 
the jerky scrolling is off-putting. 
DRAGON’S LAIR (79%) Iss 3 
Some of the best Game Boy graphics 
you'll ever see. Hard, but playable. 


DR FRANKEN 2 (89%) Iss 20 

Huge adventure with great graphics. 
Controls could've been better, 
though. 

DR MARIO (64%) Iss 1 

Even with the inimitable Mario, this 
eventually gets pretty dull. 
DROPZONE (79%) Iss 15 
Loses summat on the Boy, but this is 
still a pretty stiff challenge for 
shootin' freaks. 

DUCK TALES (78%) Iss 2 
A snazzy, little collect-'em-up with a 
tough challenge and good control. 
DUCK TALES 2 (55%) Iss 24 
A playable platformer, but it's too 
easy and too similar to the original. 


EDO THE DUCK (80%) Iss 21 

Standard platform game, but a very 
playable and gocxi-looking one. 
EMPIRE STRIKES BACK (80%) iss 
17 It's not as good as Star Wars, but 
It's still a decent platformer 
F-1 POLE POSITION (79%) Iss 
26 Not a bad racing game, but it's 
pricey if you want four players 
FI RACE (88%) Iss 1 
Loads of courses, four-plaver link-up 
and fast graphics make this a corker 
F-15 STRIKE EAGLE (78%) Iss 
15 Seat ct-the-pants combat but 
not enough depth or variety. 
FACEBALL 2000 (93%) Iss 5 


FELIX THE CAT (49“o) Iss 25 
An absolutely cack platformer which 
is a doddle to complete. 

FERRARI GRAND PRIX 
CHALLENGE (63%) Iss 11 
•\!i tne lacing st’u+f but iictlsirn 
new here. 

THE FIDGETTS (77“o) Iss 24 

Touqb puzzley plattormcr with nice. 
Cute ‘.p'itcs 

FIFA -96 (84%1 Iss 49 



FINAL FANTASY 3 (78%) Iss 25 

Good, but routine RPG. Not a zt^da 
neater, tnough. 

FIREFIGHTER ( 7900 ) Iss 21 
Onamal piattormer. Dodgy graphics 
but the action nsakes up tor t 
THE FLASH (74%) Iss 17 
Not mod'. actio*\ but ths is still 
enjoyable acn cb.a‘‘e''a;no, 

THE FLINTSTONES (53%) Iss 18 
This cartoony plattormer is neat but 
t s got ctw flaw - t s tar too easy. 
THE FLINSTONES (60%) Iss 40 
W ‘t!', little choice when t conies to 
plat 'o ms ttew attempts neea to 
dazzle, to amaze, to enthrall! The 
FfinstOiyes misses on each cour t 
FOOTBALL INTERNATIONAL 
(70%) Iss 8 W^th only one player 
this a'vetaqe came soon pets dull. 
FORTIFIED ZONE (68%) Iss 4 
'iVitn onhf tour snort levels tnis 


mazey blaster won’t entertain you 
for long. 

FORTRESS OF FEAR (84%) Iss 2 

A platform collect-'em-up with good 
gameplay, but no passwords. 
FRANK THOMAS BIG HURT 
BASEBALL (81%) Iss 51 

One of the best sports sims on the 
Game Boy, it’s just a pity it's base¬ 
ball. 

GALAXIAN & GALAGA (90%) 
Iss 50 

Simple but supeib. Two gieat 
games get a new lease of life on 
the Game Boy, I'm sutptised 
iu'IkicIv thouqhl ot it eailiei 

GALLERY (1%) Iss 37 

I’m baffled. Why on earth would 
anyone program this, let alone 
clear it as one official release. Jeez! 
GARFIELD (45%) Iss 22 
Garfield’s cool, but this platform- 
puzzler is bland and unimaginative. 
GARGOYLE'S QUEST (76%) Iss 
3 Variety, challenge and good looks. 
This'll test your brain and reflexes. 
GAUNTLET 2 (41%) Iss 3 
A faithful conversion, but it's a bit of 
a pain on the small screen. 

GEAR WORKS (65%) Iss 27 
A very limited puzzler which is 
never going to compete with the 
likes of Tetris. 

GHOSTBUSTERS 2 (85%) Iss 4 

Controlling two characters at once 
makes this slick game a bit different. 
GOAL (80%) Iss 24 
Titchy players and awkward controls 
spoil this footy sim. 


GREMLINS 2 (82%) Iss 2 

Great graphics and fun gameplay. 
Tough, but well worth the aggro. 
HAL WRESTLING (28%) Iss 10 
A truly crap wrestling game. You 
can’t even tell the players apart. 
HARMONY (69%) Iss 11 
A tough game, with original and 
puzzling gameplay. A bit on the 
hard side, though. 

HIT THE ICE (50%) Iss 13 
At first this ice hockey sim seems 
okay, but after a while it gets 
deathly dull. 

HOME ALONE (38%) Iss 4 

Wander around an empty house 
and bash a burglar every half hour. 
HOME ALONE 2 (57%) Iss 16 
Slightly better than the Super NES 
game, but far too easy. 

HOOK (88%) Iss 6 

Fast, smooth graphics and excellent 

gameplay. Loads of fun. 

HUDSON HAWK (35%) Iss 10 
Looks nice, but the boring gameplay 
won't last for more than an hciur. 
HUMANS (60%) Iss 23 
Boring and slow Lemmings rip-off. 

It s big and cute, but don't bother 
HUNT FOR RED OCTOBER 
(40%) Iss 5 No \ariet\ , no Sean 
Co.nneiy and .no match Tor the film. 
HYPER LODE RUNNER (84%) 

Iss 2 Classically simple platTonner, 
Sad Qtaohics. but huge playability 
ISHIDO (68%) Iss 5 

to begin with, but there's not 
leally enough v anety ho'e to last 


JOE N' MAC (75%) iss 14 

* you ’-c aner some law challenge, 
ti'.e;'. 1 !t;s iinie monster s sure to 
keeo ycHi gomg 

JORDAN VS BIRD (71%) Iss 11 

This Three-in-ot^e basKetoall sim n 
mostly »un, but it has a couple o* 
imtatiro fla\v> 

JUDGE DREDD (74%) Iss 44 

Certainly lades the graphics o* f'e 
SNES versioi'i anc th-e gameplay 
Sure'S in parts as a esuit Still 
•o entv of surprises tnough. 


JUNGLE STRIKE (87%) Iss 40 

A surprisingly tine conversion. If 
milrtary warfare > your bag. tnetr 
vou will find a whc’c hoioall’s 
wonh or The in tne game. \ot 
bullet-ridden bad! 




JURASSIC PARK (70%) Iss 23 

Smart collea-'em-up which is spoilt 
by some dreadful touches. 

KID DRACULA (80%) Iss 18 
Cute platformer which, while aimed 
at a younger market, is still fun for 
oldies, though. 

KID ICARUS (68%) Iss 11 
An engaging little platformer, but 
it's all a bit samey. You'll soon get 
bored with it. 


KILLER TOMATOES (79%) Iss 9 

A rather silly scenario, but, in fact, 
it’s quite a fab game. Big levels and 
oodles of action. 

KING OF DRAGONS (60%) Iss 30 

Sad, short-lived slash-'em-up. Avoid. 
KING OF THE ZOO (87%) Iss 1 
Cute-looking bash-'em-up with 
masses of playability. 

KIRBY’S DREAMLAND (39%) 

Iss 12 An original idea which looks 
pretty, but it's far too easy. Shame. 


KONAMI GOLF (84%) Iss 29 

An accurate and highly playable sim 

KRUSTY’S FUN HOUSE (84%) 

Iss 13 A well-crafted puzzler with a 
simple design and tons of gameplay. 
KWIRK (78%) Iss 1 
This is a fiendishly hard, but incred¬ 
ibly playable puzzler. 
LAMBORGHINI (85%) Iss 23 
Simple and unoriginal, but still 
playable, fast and fun. 

LAST ACTION HERO (59%) 

Iss 25 

Platform beat-'em-up featuring 
good visuals and crap gameplay. 
LAWNMOWER MAN (85%) Iss 25 
Enjoyable licence with loads of sub¬ 
games and amazing 3D graphics. 
LETHAL WEAPON (41%) Iss 18 
A beat-'em-up with poor control and 
boring action. More like Water Pistol. 


THE LION KING (70%) Iss 37 

Stunning to look at but very little 
fun. A bit like a blancmange with a 
dog poo in the middle of it. 

THE LITTLE MERMAID (45%) Iss 
17 This swimmy game is too easy 
and too cute for all but the 
youngest. 

LOONY TUNES (80%) Iss 13 

Annoying scrolling levels, but bril¬ 
liant animation and great action. 
LUCLE (86%) Iss 33 
Like all good puzzles games, it's a 
little frustrating to start with, yet 
once you're going, it's particularly 
compelling. Bonkers, mad , barmy! 
Give it a go. 

MARIO’S PICROSS (80%) 

Iss 43 A thinking game which fits 
the Game Boy perfectly. It lacks real 
variety, but you can't help going 
back for more puzzles. 
McDONALDLAND (66%) Iss 14 
Fun for a while, but frustrating in 
the long run. It's desperately unorig¬ 
inal, too. 

MARBLE MADNESS (31%) Iss 4 

Graphically great and very playable, 
but it's too small and too dated. 
MARIO AND YOSHI (80%) Iss 15 
Fantastically simple, but guaranteed 
to draw you in and not let you go. 
MAX (57%) Iss 14 
A so-so platformer with some nice 
ideas. The graphics are disappointing, 
though. 

MS PACMAN (60%) Iss 30 

Like Pac-Man, ie, lots of mazes with 
little variety. Yawn! 

MEGA MAN 3 (83%) Iss 16 
Nothing new, but this challenging 
blast is still addictive and fun. 


MERCENARY FORCE (54%) Iss 9 

Tough and different, but ultimately 
a tedious left-right scrolly game. 

METROID 2 (66%) Iss 8 

Far too big, empty and bland. 

There's not enough action, either. 

MICKEY MOUSE/BUGS BUNNY 

2 (80%) Iss 14 

Yes, they are the same game. A 
pretty platformer which is sneakily 
addictive. 

MICRO MACHINES (87%) 

Iss 35 


It suffers a tiny bit, but essentially 
this is a very good conversion of a 
classic game, with another bonkers 
multi-player mode. 

MILION’S SECRET CASTLE 
(65%) Iss 34 

A cute little playing platformer 
that's tough in parts, but on the 
whole unremarkable. Milon’s Secret 
Castle is in no way offensive, at 
least in no way other than in 
mediocrity. 

MISSILE COMMAND (49%) Iss 7 

Poor controls and lame visuals 
ensures that this falls well short of 
the target. 


MORTAL KOMBAT (59%) Iss 21 

Let down by animation and controls. 
MORTAL KOMBAT 3 (90%) Iss 
51 A fine game and well worth a 
place in your record collection. 
MONSTER TRUCK (21%) Iss 38 
Awkward controls, and dull game¬ 
play make it one of the smelliest 
racing games of all time. It would 
be funny if it, er, wasn't. 

MORTAL KOMBAT 2 (92%) 


MOUSETRAP HOTEL (47%) 

Iss 13 Sad, Mickey Mouse platformer 
with poor controls and tedious, repeti¬ 
tive gameplay. 

MR DO (80%) Iss 10 
Nigh-perfect conversion of the 
highly addictive and cerebral 
maze-muncher. 

MR NUTS (72%) Iss 38 
It's a fine example of the tried, 
trusted and somewhat tired 
platform genre... blah, blah, blah. If 
you like that sort of thing... blah, 
blah, blah. 

MUHAMMAD ALI BOXING 

(45%) Iss 27 This good looker is 
spoilt by shallow gameplay. 
MYSTERIUM (79%) Iss 11 
Adventure-cum-maze game with 
added shooting. This works well. 
MYSTIC QUEST (85%) Iss 27 
If you liked Zelda, then you'll love 
this fantasy RPG. 

NAIL ‘N’ SCALE (32%) Iss 10 
A tedious puzzle game which is 
more annoying than challenging. 
NAVY SEALS (79%) Iss 2 
Run-along-and-shoot-'em-up with 
good blasting gameplay. 

NBA BASKETBALL (35%) Iss 20 
Nobby basketball sim that's unlikely 
to thrill even hardened fans. 

NBA JAM (89%) Iss 35 
This has to be the best Game Boy 
sports game yet - after the fun we 
have with the SNES version we 
pretty much expected it to be. 
Thorougly playable and addictive, 
NBA Jam is on fire! But THERE'S NO 
TWO-PLAYER MODE. 

NBA JAM TE (89%) Iss 45 
It's a fine game on any format and 
this is better than the original, but 
v-vhere's the two-player option? 


NFL QUATERBACK CLUB ’96 
(76%) Iss 51 

Madden still reigns supreme but this 
should just about have enough in it 
to keep fans interested. 

NIGEL MANSELL (73%) Iss 23 

Some good graphics and gameplay, 
but too realistic to be any fun. 
NINTENDO WORLD CUP 
(64%) Iss 1 More oddball than foot¬ 
ball. Looks interesting, but lacks 
excitement. 

NHL HOCKEY (81%)lss 45 

If it had a two-player option it 
would be brilliant. An average 
sports sims and NHL fans should be 
reasonably pleased. 

OBELIX (84%) Iss 45 

Somehow better suited to the GB 


than the SNtS, this i> ^imp!o. 
five and varied platform gameplay. 


OUT TO LUNCH (50%) Iss 25 

Dodgy and badly repetitive platform 
collect-'em-up. 

PAC ATTACK (77%) Iss 48 
A top CO; t to t.ike on a journey or to 
doctois''.lion liaving boils laiuod, 
PACMAN (51%) Iss 7 
Basic gameplay and fiddly control. 
Things ain't what they used to be. 
THE PAGEMASTER (62%) 

Iss 38 

Another day, another platformer. 
We've seen it all before. You know 
which are the good ones; buy those 
and make a reviewer happy. 

PANG (78%) Iss 24 

Converted from the coin-op, this has 

40 levels and a two-player option. 

PAPERBOY (77%) Iss 3 

This game gets a lot of fans. Dunno 

why though - it's as dull as the 

Sunday Times. 

PAPERBOY 2 (50%) Iss 10 

Virtually identical to the first game 
and just as lame. 


PARODIUS (83%) Iss 10 

A standard shooter at heart, but it 
looks fab and is plenty of fun. 

PGA EUROPEAN TOUR (80%) 
Iss 43 

Golf is the perfect sport for the 
Game Boy and this is almost ass 
good a conversion as we could have 
hoped for. 

PINBALL DELUXE (72%) Iss 46 

Fun for a while but probably best if 
you're only going to play in short 
spaced-out bursts. 

PINBALL FANTASIES (40%) 

Iss 37 

And we thought they'd fluffed up 
the Super NES version. Pinball 
Fantaisies is to pinball what Atko is 
to Vidal Sassoon. 

PINBALL DREAMS (32%) Iss 23 

Oh dear. Lousy graphics, lame game¬ 
play and only three tables. Very sad. 
PIT FIGHTER (27%) Iss 10 
This has a massive five opponents 
and a grand total of three fighters. 
Hmmm. 

POPEYE 2 (82%) Iss 15 

Honest little platformer with no 
frills, but fast graphics and good 
gameplay. 

POPULOUS (70%) Iss 19 

A good attempt, but too awkward 
and too complex for the Boy. 
POP-UP (61%) Iss 14 
Basic, five-minutes-at-a-time puzzle 
game, but jolly enough in its own 
little way. 

POWERPAWS (34%) Iss 20 

An unoriginal and easy puzzle 
game with lots of tedious block- 
shifting antics. 

PREHISTORIK MAN (80%) 

Iss 54 Not as essential as the SNES 
version but still very good and well 
worth a look. 

PRIMAL RAGE (67%) Iss 46 

A genuinely good attempt at recre¬ 
ating one of the best beat cm-ups 
around considering, hut a failed 
one none the -.s 

PRINCE OF PERSIA (83%) Iss 8 

A bit superficial, but well-designed, 
nice-looking and great fun to play. 
PRINCE VALIANT (71%) Iss 14 
An absorbing and playable bash- 
'em-up. Best head-to-head available. 


PROPHECY (51%) Iss 11 

Big and varied platform game, but 
it's much too tough and the action's 
very patchy. 

THE PUNISHER (49%) Iss 14 

Similar to Operation Wolf, but too 
repetitive and too annoying. 
Q^BERT (80%) Iss 7 
Just another platform-puzzler, but 
the gameplay is timeless and 
addictive. 


QIX (81%) Iss 3 

Guide a ship around, filling the 
screen as you go. Weird, but it's 
worth a look. 

QUARTERBACK CLUB (46%) 

Iss 27 

Four very weak events combine in 
this basic Track And Field type game. 
RAGING FIGHTER (52%) Iss 20 
Beat-'em-up with big sprites, but dull 
action. There aren't enough moves, 
either. 

RACE DRIVIN’ (88%) Iss 19 

Forget the dire SNES version - this is 
one of the best GB racers ever! 
RADAR MISSION (53%) Iss 3 
This is just like that old pen-and- 
paper war game. Battleships. Hmm. 
RAGE DAYS (78%) Iss 34 
Two rather different and playable 
games for the price of one can't be 
bad, especially as the Four Wheel 
Drive game looks and plays 
extremely well-even if it's not 
exactly exciting as such. 
RAMPARTS (59%) Iss 22 
Weird puzzler-cum-war game which 
gets impossible after a while. 

THE REAL GHOSTBUSTERS 
(31%) iss 31 Huge but unimagina¬ 
tive, repetitive outdated platform 
nonsense. Dull. Avoid it. 

THE REN AND STIMPY SHOW 
(30%) Iss 19 You'd have to be really 
stupid to buy this. We're warning you! 
THE RESCUE OF PRINCESS 
BLOBETTE (55%) Iss 2 
As dull and aimless as the NES 
version. Don't bother. 

REVENGE OF THE ’GATOR 
(85%) Iss 1 

Pinball sim with fab arcade features. 
Get hold of it! 

RIDDICK BOWE (32%) Iss 48 

Boxing may be brutal, but it is a 
massively exciting sport. This captures 
none of that excitment. 

ROAD RASH (29%) Iss 22 
Basic race game with badly designed 
graphics and clumsy controls. 
ROBOCOD (60%) Iss 19 
Better than both the SNES and Game 
Boy versions, but still lacks content. 
ROBOCOP (74%) Iss 1 
Entertaining and challenging 
enough, but too slow to be brilliant. 
ROBOCOP 2 (86%) Iss 10 
Unoriginal, but it's got nice graphics, 
great tunes and nifty sub-games. 
ROBOCOP VERSUS 
TERMINATOR (56%) Iss 39 
This potential smash of a license 
turns out to be not only very 
average but a tragic wasre of a half 
decent idea. 

ROBIN HOOD (74%) Iss 15 

Great graphics and lots of slashy bits, 
but if you don't like RPGs, forget it. 
RODLAND (90%) Iss 19 
Simple design, but fun and 
engrossing platform gameplay. 
R-TYPE (86%) Iss 1 
A classic shoot-'em-up with great 
graphics and plenty of frantic 
blasting. 

R-TYPE il (68%) Iss 14 

Technically better then its prede¬ 
cessor, but it falls down because of 
its lifespan. 

SENSIBLE SOCCER (70%) Iss 25 

A tricky game to do on the Game Boy. 

A brave attempt, with a good two- 
player mode. 

SIDE POCKET (59%) Iss 1 

This pool game's okay with two 
players but its rather disappointing 
otherwise. 

SKATE OR DIE (76%) Iss 2 

Sufficiently different to the NES orig¬ 
inal to be rather good. 

SNEAKY SNAKES (58%) Iss 4 
The Game Boy version of NES' Snake, 
Rattle W Roll, but it's only 2D and a 
bit dull. 

SNOOPY’S MAGIC SHOW (71%) 

Iss 6 This is great on the move, but 
it's a bit too easy. 

SOCCER (87%) Iss 35 
Game Boy Soccer looks and plays 
very well. It took a while to get 
here but it was definetly worth the 
wait. Hurrah for footy! 

SOCCER MANIA (13%) Iss 11 
A very sad soccer sim, with appalling 
control and indistinguishable 
players. 

SOLAR STRIKER (72%) Iss 1 

A playable top-to-bottom shooter, 
but let down by crude visuals. 

SOLITAIRE FUNPAK (65%) 

Iss 43 


12 games for £22 seems lil(jf a good 
deal but a pack of cards only costs 
about 50p. This one's only for the 
card freak. 

SOLOMON'S CLUB (93%) Iss 7 

Stunning puzzle game which 
brainboxes and arcade fans alike 
will enjoy. 

THE SMURFS (82%) Iss 34 

Disappointingly short, but it's diffi¬ 
cult enough, and frankly, the 
curiously rivetting gameplay makes 
up for any downsides. Whether you 
like the Smurfs or not, there's no 
denying this game's got that magic 
X-factors. 

SPACE INVADERS (12%) Iss 37 

Fun for five minutes. But then the 
novelty wears off and you feel a bit 
embarassed about wasting your 
time and money. 

SPEEDBALL 2 (51%) Iss 16 
A poor version of the classic game. 

It's slow and the targets are unclear. 
SPEEDY GONZALES (72%) 

Iss 22 A decent game with lots of 
nice touches. It's not particularly chal¬ 
lenging, though. 

SPIDER-MAN II (69%) Iss 9 
A playable little platformer, but not 
really a superhero among games. 
SPIDER-MAN III (70%) Iss 19 
Dull, unoriginal platform-blaster 
which plays like a bag of pebbles. 
SPIDER-MAN X-MEN (48%) 

Iss 27 

A masterpiece of annoying game¬ 
play and irritating quirks. 

SPLITZ (83%) Iss 20 
Bored with Tetr/s? Then get this. It's 
the most addictive puzzler to come 
along for some time. 

SPOT: THE COOL ADVENTURE 
(66%) Iss 18 Very average 
McDonaldland-sty\e game. 
STARGATE (85%) Iss 38 
The Game boy needed another 
decent puzzler and Stargate fits the 
bill with ease. Expand your brain 
and solve the mystery of the 
pyramids. 

STARHAWK (65%) Iss 19 

The same blasting formula as Nemesis, 
but with nowhere near the same 
excitement. 

STAR TREK (57%) Iss 10 

This has loads of levels and nice 
graphics, but the gameplay's lame. 
STAR WARS (80%) Iss 12 
This is big and tough, just like the 
old NES shooter. 

SUPER HUNCHBACK (90%) Iss 7 

Brilliantly animated platformer with 
dreamy gameplay and loads of 
extras. It's brill. 

SUPER KICK OFF (77%) Iss 6 

Quite simply the best footy game 
available for the Game Boy. 


SUPER MARIO LAND 2 (70%) 

Iss 12 This has all the usual Mario 
stuff, but it's not really up to scratch. 
SUPER RC PRO-AM (87%) Iss 1 
Great fun for four players but gets 
tiresome if you're on your own. 

TAIL ’GATOR (86%) Iss 11 
A brilliant little arcade platformer. 
The levels are varied and it looks ace. 
TALE SPIN (63%) Iss 18 
Shoot-'em-up featuring Baloo the 
bear. Fun for a while but gets 
boring. 

TARZAN (57%) Iss 37 

It's familiar, standard stuff, it makes 
you wonder whether someone's 
invented a DIY Platform kit. 
TAZ-MANIA (55%) Iss 24 
A load of old tat. It's virtually iden¬ 
tical to Edd The Duck, but not as 
quite as good. 

TECMO BOWL (62%) Iss 22 

Good-looking American footy sim 
which is too haphazard to be fab. 


T2: THE ARCADE GAME (71%) Iss 

13 If you can ignore the sameyness, 
you'll love the action-packed 
mayhem here. 

TERMINATOR 2 (80%) Iss 3 

A neat game with spiffy graphics 
and all the best bits from the film. 
TESSERAE (80%) Iss 24 
Fiendish Ofhe//o-style puzzler. Three 
levels and nine different boards. 


A very playable platformer with 
some of the cutest graphics ever 

TINY TOONS 2 (86%) Iss 26 

The early stages are really naff, but 
the later ones more than make up 
for them. 

TOM AND JERRY (65%) Iss 24 

Tragic waste of a licence. Tom and 
Jerry actually co-operate! 

TOP GUN (60%) Iss 15 

Easy to learn, with loads of missions. 

Poor air combat, though. 


TRACK AND FIELD (64%) Iss 20 

Decent version of the classic 
athletics sim, but only for button¬ 
bashing fans. 

TRACK MEET (64%) Iss 9 

Well-designed athletics sim which 
has nothing new to offer, but is still 
quite fun. 

TRUE LIES (79%) Iss 44 

Good use of a film license but still 
not really special. A solid blast 
which is worth a look, especially for 
fans of the film and genre. 
TUMBLEPOP (30%) Iss 20 
Dull platformer with a dodgy story¬ 
line. Get Rodland instead. 

TURN AND BURN (80%) Iss 15 
A feature-packed, realistic flight sim 
with clean and detailed graphics. 
TURRICAN (79%) Iss 5 
Massive and very challenging blaster. 
Almost as slick as the NES version. 


TURTLES 2 (84%) Iss 6 

A fine sequel to the first game, with 
more variety and a tougher mission. 
TURTLES 3 (78%) Iss 25 
Smart scrolling beat-'em-up. Big and 
bee-yoo-tiful. 

ULTIMA (84%) Iss 12 
It's a bit too easy to die, but this is a 
huge role-player which you'll want 
to finish. 


WAVE RACE (70%) Iss 16 

Not the best racer ever, but the addi¬ 
tion of water makes it interesting. 
WORDTRIS (44%) Iss 16 
A wordy, but poor imitation of 
Tetris. A bit dull. 

WORLD CIRCUIT SERIES (75%) 

Iss 9 A good, playable racing sim. 

The FI tracks are fiendishly hard. 
WORLD CUP STRIKER (87%) 

Iss 30 Exciting matches with plenty 
of goals, but it's a tad too fast. 
WORMS (7%) Iss 52 
Not a faultless conversion by any 
means. Possibly a little bit samey but 
fun and addictive nonetheless. 

WWF RAW (54%) Iss 37 
Average ,dull and bland. Not much 
better than previous Game Boy 
WWF games. 

WWF SUPERSTARS (49%) Iss 4 

Beautiful graphics and heaps of neat 
moves, but it's far too easy. 

WWF SUPERSTARS II (44%) Iss 
11 This has nothing new and is 
ridiculously uncontrollable. 

XENON 2 (69%) Iss 13 
A polished conversion of a classic 
shooter. It's looking a touch dated 
now, though. 

YOGI BEAR (70%) Iss 33 

Not bad at all, but not particularly 
exciting or original either. There's 
nothing outstanding here. 

YOSHI’S COOKIE (73%) Iss 23 
It's quite good fun to play for an 
hour or so, but it’s just another 
puzzle game. 


ZOOL (60%) Iss 24 

A lame Amiga-esque platformer 
which is simply not good enou^for 
the Nintendo. 

ZOOP (30%) Iss 49 


TINY TOONS (89%) Iss 9 


Graphically atrocious with 
marish gameplay. 
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games for sale: Starwing 
Fighter (£8), Ultra Man 
Kart (£15), Krusty's Fun 

(£8). 

(016487)61683 

Super NES games for sale: Secret 
Mana £18, Starwing Sim 
^ity £10, Zombies £T2. UK games 
s all boxed with instructions. No 
swaps Phone Dom. 

Tel: (01328)863427 
-Q Super NES and seven games 
including, OKC, DKC2 and Lion 
King. All boxed, worth £450. Also 
SN program joypad £300. 

Tel: (01670) 824105 
TOTAL! mags for sale: Issues 25, 
26, 30, 35, 37-43, 45-49. All In super 
condition. I will sell for highest 
offer. 

Tel: (01224) 694181 

Game Gear for sate 11 g- 
inc PGA Golf Tour, 

Chuck Rock. £150 ono. 

Tel: (01578) 722748 


Tournament Edition and 
Clayfighter. Will sell separately. 
Sensible offers please. 

Tel: Leeds 2259216 
TOTAL! Issues 2-43 and 
GamesMaster issue 1. Sensible 
offers. Please call after 6pm. 

Tel: (01226) 743802 

SNES games (UK): Utopia £10, 
Home Alone £15, Alien 3 £20, 
Mortal Kombat £25, Nintendo 
Scope with six games - boxed with 
instructions. 

Tel: (01638) 716177 

Ten SNES games: Stunt Race, 
Batman, Prince Of Persia, Hunt For 
Red October, Alien 3, Terminator, 
UN Squadron, Mario Paint and 
Scope with six games. Two pads, 
one with auto-fire. £200. 

Tel: (01543) 674968 

SNES for sale: with norm and pro 
joypads. Killer Instinct, Donkey 
Kong Country, NBA Jam TE, 
Starwing, Mario All Stars. Ask for 
Raj and call between 4.40 - 6.40 
for £165 or much less. 

Tel: (0181)991 2280 

SNES for sale with Sim City, 

Mario Kart, Alien 3, Mortal 
Kombat 2, SFII Turbo, WorhJ Cup 
Striker, Star Wars, two joypads 
£160 ono. 

( ) 


Tel: (0121)354 1063 
Swap Street Fighter 2 Turbo and 
^®^®8^ns and Super Star Wars 
Kombat 2 or 3. 

^ Tel: (019502) 41 rSI6 


SNES games for sale: NBA Jam 


I will swap my Super R-Type for 


fjjj li J 'jI/hjjJ Iv 


"I 




(Don't worry, dear readers - we won't 
print your address - unless you're 
placing an ad for pen-pals.) 

Name. 


Tide if you're a subscriber □ 
Write your message in here 

Remember to use BLOCK CAPITALS 


Address. 


any of the following games (SNES - 
must be UK) Doom, F-Zero, Side 
Pocket, Smash Tennis, Stunt Race 
FX, Wolfenstein 3D, World Masters 
Golf, Yoshi's Island, Zelda or 
Zombies, or will sell for £12 ono. 
Ask for Ryan and phone after 4pm. 
Tel: (01302) 371771 

My Earthworm Jim 2 for your 
Madden '96 or Kirby's Avalanche 
or Yoshi's Island and my Alien 3 or 
Unirally for Batman Returns. All my 
games boxed with instructions. 

Tel: (01579) 383419 

I will swap Starwing and Zelda IV 
for Kevin Keegan's Player Manager 
for SNES. Ask for Adrian. 

Tel: (01226) 241128 

I will swap my boxed F-Zero (UK) 
for Top Gear 1 or 2 (UK). Must be 
boxed with Instructions. 

Tel: (0181)698 5696 

I will swap Flashback (UK) for 
Dragon/WWF Raw/X-Men or 
others. Games must be UK. 

Tel: (01593) 741359 
Swap - MK1 for Game Boy for 
any other with 90% rating or 
more. Phone after 4pm. 

Tel: (01904) 470554 

George - thank you for the gift 
the weekend before my 18th 
birthday! Now if this doesn't show 
my appreciation, nothing will! 
Happy 3rd anniversary to Paula 
and Jason! Happy 28th 
anniversary to Mum and Dad! 

From Sir Wayne page. 



HI I'm James. I'd like pen-pal, 
M/F of any age. Must like SNES, 
Power Rangers and stamp 
collecting. Please send photo if 
possible. 

Contact: James Collins, 49 West 
Downs, Delabole, Camelford, 
Cornwall PL32 90A. 

Hi! I'm a IB-year’Old male 
looking for female pen-pals. 15 
plus. Photo if possible. I will reply 
to all. 

Contact: Mark Rushford, 46 
Corlakh Drive House, Glasgow 
G42 ODY. 

Hi! I'm Mike and I'm 15 and 
want a pen-pal, 13 plus. I like 
SNES, football and animals. Photo 
if poss. 

Contact: Mike Cuttrell, 4 Imperial 
Ave, Liscurd, Walasey, Merseyside 
LG5 7ND. 
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Co'/'/n 


J 've worked very hard on this crossword. I've 
toiled over it, you could even say. And now 
you can reap the benefits by reading the ques¬ 
tions and answering them. But first, let's get 
something straight. You are not allowed to 
write wherever you damn well want. There's 
certain rules round here. And they state that 

you have to write in the : 


white boxes. Geddit? Not like last month 
where a couple or fifty of you wrote in the 
black boxes. So, If you think that you under- 
stancHhe basic principle, write to: The TOTAL! 
CroaiWtfsrd!, Future Publishing, 30, Monmouth 
Street^ Bsth, Avon BA1 2DL. Oh, and you're 
not alloweri to make up answers either. Or 
prelDsnd they're the Romanian translation of 
the~word we're looking for. 


1. Titus' attempt at rewriting the side 
scrolling beat-'em-up sadly failed last 
month. (5, 8) 

2. _ Action Hero. Need we say 

more? (4) 

3. Always trying to catch Jerry. (3) 

4. The sequel appeared in Issue 53. 

( 6 , 8 ) 

6. There's Des O', Tom O' and Frank 
O'... (6) 

8. A cat and an absolutely cack plat¬ 
form star according to Issue 25. (5) 

10. Suicidal, they are. (8) . ^ 

12. You'll want to be the _ Gun If K: 

you're Maverick. (3) 

15. The secret Is 
out but not In 
Evermore. (4) 


I. American football comes to the Game Boy 
in Issue 51. (3, 11) 

5. Babylon Zoo's Intergalactic anthem. (8) 

7. This jimmy said Audweidersen Pet. (4) 

9. Before Doom, this 3D blaster reigned 
supreme. (11) 

II. Achieved an average 59% in Issue 22. (7) 

13. This classic shooter failed to Impress In 
Issue 13. (5) 

14. One of Tim's favourite bands last 
month. (4) 

16. Mario's little green friend. (5) 

17. Two games for the price of one in 
Issue 34. (4, 4) 

18. Issue 39 saw Mario's enemy star in his 
very own game. (5, 5) 














Mexf Month 

Atko’s Back! 


vkte€fgamBS show in histone mmed 
with a Nintendo G4 and B pineapple 











...announces its debut 
UK release... the animated 
action^thriller... 


Kenichi Sonoda's 


...powerful bitchin’ babes, 
fast and furious action, 
suffocating suspense, 
big cars and even A 

BIGGER guns! ^ 


Girls, guns and grenades... 
...its a lethal combination! 


Available dubbed or subtitled 


(Includes bonus ‘Making of 
Gunsmith Cats’ documentary) 


^Jso out on 3 June 1996 


watch this 
space tor more 
mind bending 
animation 













THE ACTION'S NOW 
HOTTER THAN EVER! 

200 National and International teams with more 
challenging opponents. Tournaments, Leagues and Friendly Game 
Modes, Penalty Shoot-outs and faster action all in 4 megs. 

The most sophisticated and original football gameplay for Game Boy! 
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